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UTILITIES YOU CAN'T 
GET COMMERCIALLY 



PROFLIGHT 

■ A RIVAL TO FS2 AT LAST! 

COPYIST- Printing Music Scores 
IHHSTUHD • A ml Bargain! 



9 77095 8 77001 D 
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SOFTWARE 



support for your XL/XE 



TRANSDISK IV 



Best Seller! 



Now available exclusively from PAGE 6 SOFTWARE 

TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE 



t 



TRANSDISK IV is a simple to use utility that will transfer ail your cassette games to disk - easily and quickly! 

m Handles any type of cassette format Handles cassettes that load extra levels 

• Allows several games on one disk • Use all available memory on XL/XE machines 

• Handles cassettes that require full 64k memory • Full step by step instructions included 

• Complete with chart of exactly how to transfer 



the moie popular games 



Price £19.95 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 



MINI OFFICE II 

The only combined business/application package 
for your Atari now available from PAGE 6 



Now you can simply and ea$ily transfer files to your ST without 
the need for a costly interface. TARITALK will transfer text files, 
database information, pictures, music f lifts, BASIC programs, in 
fact any file lhat has a normal DOS directory entry. Just plug in 
the TARITALK cable, run Ihe software on each machine and 
your flies will be transferred complete with full error checking. 

Please note that TARITALK does not concert files - it is up to you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instructions 

faun P/4$£ 6 



OFFICE II is acknowledged as one of the best applications 
programs ever written lor the S-btt Atari. You get a WORD 
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER, LABEL 
MAKER and COMMUNICATIONS ■ all in one program. Almost 
every serious application you can think of is contained in MINI 
OFFICE II and each module is first class - as good as any stand 
alone program - if you can And one! 

MINI OFFICE tl is the program no serious user should be without 



Price £14.95 



ATARI SOFTWARE BARGAINS 



Please check our supplement or telephone for details of 
dozens of great offers on Atari software - many at half price 



THE BIG DEMO 

The best demo ever produced tor the 
XL/XE, Great graphics, excellent music 
and the best sampled sound ever 
heard on an 8- bit Atari {even beats a 
lot of the ST stuff!) 

Can you afford to miss oul any longer? 
THE BIG DEMO is £3.95 

">*aKfi nDie ifraL some o1 scaling messages contain wards thai 
&ume people might object to and ttie disk should not be 
Considered suable rorywng chiid'eii Ihe BlG PEMO requires 
3 di&< dnvfl and will not ruti fully with an/ other drive 



SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teach four to tl w year 
otds the alphabet plus word recognition and 
word and picture association. Guide thsn* 
with those first steps whilst also teaching them 
to #njoy the Alari as a creative tool. SPELL ME 
has been written by a qualified teacher. 

Cassette £4.95/Disk £6.95 

ejcc-fusrvtfJy from PAGE 6 SOFTWARE 



MIDI MASTER 

the package that allows you to connect ony 
Midi synthesiser to your XL/XE. Record in real 
time on up to & traces - play bach with any 
voice - change lempo - transpose - plays 
AMS or Music Studio tile* - Includes voice 
patch editors far certain Casio and Yamaha 
synths - and more. 

Comes complete with interface cabte t 
software and Ml instructions 

Price £24.95 



items on this page may be ordered with the order form on page 54 oi by writing to 

PAGE d, P.O. BOX 54, STAFFORD, ST Id 1DR. 
Credit card orders may be telephoned to 0765 2 1 3926 or FAXed to 0765 54355 
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SUBSCRIPTIONS 
Annual subscription rates (6 issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£10.00 
£15.00 
£15,00 
£21,00 



OY&™as rales rallKir only 1he (Mforanw in paste coats 

NEW ATARI USER ON DISK 

A dish containing all of the 8-bit programs 
from each issue or NEW ATARI USER is 
available either separately or on subcrip- 
ticm. Single price tZM per disk, Subscrip- 
tion rates (6 issues) 



UK 

Europe 

El sew hero {sea} 
Elsewhere {Air) 



£25 00 
£32.00 
£3200 
£42.00 



Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages its readers id 
submit, articles, programs and reviews lor publi- 
cation. Program t mus: be- SLbmitted or- disk ar 
cassette, articles should wherever possible be 
submitted as text hies rjn disk We seek to en- 
courage your ^alicipation and do not have strict 
rjles For submissions 11 somcming iHerests you, 
write a program Dr article and submit it! Appropri- 
ate pay men I will bp made for all publi&heL : 
rams and articles, all payments being made at the 
end of me second monihi shown on the cover at 
the issue concerned. 

All original articles., programs and other material 
in NEW ATARI USER 15 copyrighl of the au1hr>f 
as credited. All uncretJited material is copyright 
PAGE 6. Unless containing the oy-line 'All RipMs 
Reserved" any material m NEW ATARI USER 
Tidy be reproduced tay User Groups and elher 
ion- prom making organisations provided 1hat 1he 
author's name is included and PAGE 6 is credited 
as the original publisher. Permission to publish 
elsewhere shoufd be obtained from PAGE 6 or 
Ihe author. Editors pf newsletters repfudLuing 
material are requested send a copy of the 
relevanl issue to the Editorial address of PAGE 
S, Whilst we take whatever steps we can to 
ensure Ihe accuracy of articles ano programs and 
the oofnenls of advertisements, PAGE 6 canrwl 
be held liable for any errors or claims mads by 
advertisers. 

ATARI (TM} is a registered irade-maiK of 
ATARI CORP. All references should be so 
noted. NEW ATARf USER is an independent 
publicalion and has no connection with Atari 
or with any other company or publisher. 
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'The Magazine for 
the Dedicated Atari User' 

ISSN NO- 0958-7705 

THE CREDITS 

All of I he usual stuff is on page 3 but here arc 
the people who made I his issue possible. 

Lcs Elliaghani *4ilL hadn't rt^overrti from his 
p06( Christmas holiday when geLtinc this 
issue together but managed It somehow 

Sandy mrrLcil in i wtth everything that krtps 
us going 

Stacey said snniHhlngaboul she'd rather be 
with pigs than us! I3esl of luck io her and 
ih.mk> lor everything. ! ini^hl he looking tor :i 
job in a c:oaple of year* time. IVc already got 
l he wrllies! 

The Kt^ukir Contributors, who pruvide the 
backtrthe of the magazine and can generally 
be relied upon to come up with gfw>d articles 
and tevJ/ewa. arc .. .. 

Mart Hutchinson John S Davison 
John Davison jr John Sweeney 
Paul Rixon Damon. Howarth 

Ian Fhi I ay son Peter Hickman 

H.IL The Tipster also contributes 



All other cani ributors for this issue arc indi 
vidaally credited alongside i heir articles nr 
programs. Thanks lo everybody for sharing 
1 heir enthusiasm with other Akin, users 

The cover iH of Dave Stubbs nmno DRAGON 
CASTLE 

Who the hell has got it in for us? Svme&ne 
is spreading stupid rumours about us 
packing in- Don't listen to them. 

Very sad news whilst this was being 
done was the passing of A. Walnwrfeht 
someone who I never met but who has 
tfiven mr much inspiration over [he 
years and enabled me to complete one 
bl the few ambitions T ever had. 
Thanks. A.w. 

The music. unUtout which none of this mould ever 
be complied, came from relutwelu jew sources 
this lrme. Kate and Anna McGanigle prtJuidcd 
much with Accelerating Heartbeats whflsi Clint 
Black and Tlw Fei Stop Boys mate up the re- 
maining time. These three got played time and 
(ujain. In the \asi couple of days Chris Reo made 
un appearanr*' and. maybe Jtuii MiicheU will also 
lend a hand. 

NEW ATARI USER is the magazine, 
PAGE 6 is the concept. Wherever you see 
PAGE 6 you'll know what it means! 

The next issue of WEW ATARI USER could 
feature YOUR article or program* 
so SEND IT IHT NOW! 

PAGE snows jriSt tchai yyiu can da with Jflur Alan. With 
the exception ofjrnat fioipitt on a Littoirott and trie of a repf (* 
camera for the tirtinss ftnd pantos She magazine « prepared 
rnHriiv wr/Ji Atari hamt tquipmttH and .wffwttr* ■ nut a 
AtaviirWyh or Hi.tf in tight! Hardwarr Mfd JHfJImta 1-VtX.E, 
105" ifttk drive. Sit* did* drive, -HO c fl««mc {wetni(twtNj!i. 
#$$ tntetfaee, W?2.f printer, !04t).\T, SMIl-t Monitor, 
Atari HH2t)4 hard disk drive, Cirmamt I mr# dhk drive, 
Fpxon 8X1"" printer, Kyttrmi kf.srr printer, \tiir\'M\tfl*.r 
ptixter buffer. Stiflnwrc iiKiudeh Superscript, T nrtw Basic, 

term fa rXUmammm, TAMi-TALE, Print Wife STWrtar, 

Protect and Fleei Sitett PuMfsfwr. 

ArUcttS and pMghWU sttomitled an XIJXE 4ixkx are .sutjec- 
UHltO vtrrimtv cuxlom n-tiif?u pr^rumi before hrinft traniftf- 
rrdaetVfv to the ST via TAW -TAW. Alt major rditiaft i.s 
ilonr with Protest and page> arc taid oat -ittt Fieri Street 
Pxttrii'iher. A disk with the fitti^ed pajpr.\ h wit Up 10 d 
tvpi-\eitmji h'ti'i/u i.' Am' mrfpM o\t a J.r'jrirJripjr Mitt ntuS. Ju v 
prr\ln, jinhhrd fWfr'* «rr :ent inn't it rrativ doe.'- work - at 
falf! AH thai is ieft it to drop in the fafnrg* and pkottif. Wrff, 
it"s *toi qnrlr a* trust if, that, but ?ori set the idru! 



COMPETITION! 



A new magazine for the 8-bit Atari has been launched] We» a not quite, but a couple 
of enterprising Atari users up in Scotland have launched a new disk magazine called 
EXCEL which you will see advertised elsewhere in this issue, We had hoped to cam' a 
review of the first Issue but lack of space and of time have scuppered those plans so I 
will, lor the first Lime, use the Editorial column for a review. 
In their introductory message on the disk the editors say that the Atari 8-bit has 
been neglected for far too long and deserves the support of as many people as 
possible, a sentiment I heartily agree with and the reason lor covering EXCEL in this 
column. Anyway, on Lo the disk itself. Issue #1 is double sided disk containing seven 
'features, mostly programs of one sort or another. To call this issue a magazine is a 
bit of a misnomer as, apart from the intro messages, there is nothing to actually read 
What you do get is an excellent intro demo which scrolls a message in the form of the 
lamous Atari fuji symbol, accompanied by some excellent music. Next up is a version 
of a concentration type game called Amnesia with excellent animated graphics and 
music If you want a preview of this cheek out the PACE 6 disk for this issue for this 
ray program is the bonus Lastly on side 1 is a public domain game called XAGON. a 
Q-Bert clone which is probably one of the very best PD games available. 
"Flip the disk and you will Bud a really top class character designer and animator. If 
you write you own programs, this alone Is worth the price of the disk. The graphic 
presentation of the editor shows immediately what the program can achieve and, with 
a little work, you could find yourself writing programs that look like those produced 
by Zeppelin, for that is the style that this editor produces. Along with the main 
program there is a routine that will allow the designed character sets to be included in 
your own programs. This side also has another public domain game, this time from 
Germany, a one or two player game of 3-D spaceball in which you bounce a ball 
around a 3-D grid to outwit your opponent. A simple, but top quality, enjoyable game. 
The disk is rounded oil with a slideshow of pictures produced with Graphics Art 
Department, 

As I say, nothing to actually read, but the editors do promise that future issues will 
Include reviews and articles but with heavy emphasis on the graphic presentation 
that a disk magazine demands. The Hrst issue costs £3 95, and in my opinion, Is well 
worth the price not least because it represents a genuine effort to provide Atari 
owners with something new at a time when new software is disappearing fast. I hope 
that EXCEL succeeds and look forward to seeing future issues. 



STIRRING IT UP 



Someone, somewhere seems to have it in for us as we have heard reports from two 
separate sources that we are having problems. One rumour quoted as being "in the 
trade' has it that Page 6 is in trouble and won t last much longer and the other is that 
this issue of NEW ATARI USER will be live last Both of these are absolute rubbish 
and I can t understand why folks feel it necessary to spread such rumours. 

The comment we received about the 'trade' connection is interesting because there 
are relatively few people in the mainstream computer trade that we come Into contact 
with. Now over the past six months we have made a few enemies in the Atari world 
but only because we have taken action to recover monies that certain advertisers 
refused to pay. Maybe that is where these rumours emanate. Quite likely, but what 
does it achieve for them? Is it sensible to kick everybody in the teeth, including in the 
long run all the dedicated users who read New Atari User, just because they have 
failed? t think not. Just ignore it all and rest assured that we will support the 8 -bit 
Atari for as long as we can. 

There may well be changes over coming issues because the readership continues to 
change but, for as long as you want a magazine supporting the S-bit Atari, we will 
provide it, 

^Zea £ltCin{jharrt 
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Super C ard Two 

"The Original Super Card 
was an Excellent program, 
but thk fittest imrnmalmn is 
even better f P "Easy", 
"Fmt" r * Reliable" < m Grm 
Vaiue^, 

New Alari User Feb 1991. 

Master Jjme<sT -onw £29,95 m-om 

New for 91 - Five supurb 
programs in one - great 

value at just £ 17*95 




"it is fcry difficult to find 
any criticisms at 
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- Y*i To- be published Review - 

Als o Available (si-Oni^ 

Flay S pell A^7 + £105 
Flau Spell Fly* £ 19.95 

HJtaseJZ £9.95 

Gnnw. C jn npendium - Pmyuin 

+ Jump dark + Hilly Bounce £ 14,95 




XL/XE Disc Collection £ 9.95 
- 5 B,Ware Titles - 



Includes Super Card, 
Master Tune H ELSptll r 
Maths, and Play Spell. 

D^S - Only £ L49 

ZxSfS - £2.99 



HWare Software. B. Bytes Computer 
Systems, 19 S^urhfidd Road, 
Hinckley, Lcics, LE10 1UA_ 

{0455) 613^77 9-5 Mon-Sat. 
V/is^' Access /Am Express. 

Ctwsqi«5> payable to B. Bytes Ciimp Svs, 



world and 





|p$lg||$p>rth, 

the 

producing my » 
output, but my 
search was in vain! 





If only he had known about 
DesignCentre HorthEast! 

The premier bureau for all 
your needs in design & output. 



r I 



Our facilities Includ 

Dedicated 24 hour Bulletin Board facilities 



4 



frlaur scanning - HI Res LinotronSc -out Dp 



prices * Authorised Apple Centre - FL.j2 
Apple md Atari computers + Bar, 
font design * Workshops * Accj 
I ELUfXiiu - Authorised Apple T 
\t raining facilities and e 



^frnr A4 prwffr 
Vety cqffn opt i live 
epted from IBM, 
oHe production ■ Custom 
editsd Computers UnJimiied 
ainlng centre wlLtl betfkatetf 
pten&rrced dentin trite 




BYTEBACK COMPUTER 

GAMES 

Telephone 0536 771429 FAX 0536 771073 

The Atari Specialist in Atari XL/XE Games 
A range which is growing rapidly. Our titles include 




COSMIC PIRATE 
DOMAIN OF THE UN DEAD 
LITTLE DEVIL 
SCREAMING WINGS 
WARCOPTER 
SPACE WARS 
EXPLODING WALL 
NIGHTMARES 
ROBOT NIGHTS 
ROULETTE SIMULATOR 



LATEST RELEASES 



FIGHTER PILOT 
TOMAHAWK 



MAD J AX 
SPEEDRUN 
PLANET ATTACK 
JET BOOT JACK 
ASTRO DROID 



LASER HAWK 

DREAD NAUGHT 

ESCAPE FROM DOOMWORLD 

TIMESLIP 



COMING SOON: kick off - zero wars - panic express ■ winter events ■ 

JACKPOT 100 - CRUMBLES CRISIS - RIVER RALLY - DAY AT THE RACES ETC. 



PLUS .. 

AVAILABLE N\ 



DON'T HISS OUR EXCITING "ARCADE CLASSIC" RANGE FOR ALL YOU ATARI ST USERS 

SCREAMING WI NGS COMING SOON ORBIT 2000 
FRUIT MACHINE LOCOMOTION 
GHOST CHASER JUNGLE BOY 

PLUS MANY MORE ARCADE WINNERS 
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ARK BECOMES CITY 

In Issue 47 you mentioned 
that the ARK BULLETIN 
BOARD may have closed 
down but I'm happy to any 
that it has just gone 
through a complete change- 
It s now called THE CITY 
and is available on 02 1 352 
1237, The City runs 24 
hours a day at Baud rates 
from 300 to 3400, 

The City mainly supports 
the Atari S hit with a small 
but growing ST section, 
Atari S-bit users should like 
the fact that the Board runs 
in true 40 column mode in 
ATASCII or ASCII with the 
ability to switch to SO col- 
umn mode for ST users. 

Since the change, things 
have gone pretty quiet and 
a mention in your excellent 
magazine would help a lot. 

James Bastaple 

Sysop, The City 

1020 PROBLEMS 



I recently purchased The 
Designers Pencil for use 
with my 1020 printer, 1 
thought this was a graphics 
printer but when I try to 
print out my own pictures 
or the demos on The Desig- 
ners Pencil all that comes 
out is numbers, letters and 
symbols, is my 1O20 a 
graphics printer and if so 
how do I print out my pic- 
tures and demos on The De- 
signers Pencil? I have tried 
changing the filename from 
SAILING PRG to SAlLINCr- 
.PIC but it doesn't work 

Also can you tell me where 
I can get more paper rolls 
for my printer. 

Steven Jones 

Anglesey 

Tffig 1020 is a graphics printer 
bat like any printer, it uM not 



print, oat graphics without a 
software baaed driver for the 
printer. We published such a 
driver in Issue 47 which will 
print out '62 sector^ graphics 
but I don't think it wilt work 
with The Designers Pencil. 
Thai program is badly titled 
since everybody expects it to 
be an art package when in 
fact it is a programming lan- 
guage, Whilst you can creaie 
graphics with The? Designers 
Pencil it does in fad write a 
program to creaie the graphics 
rather than create a file which 
is, effectively, a screen dump. 
Unless the program contains 
an option to save screens as 
standard pictures I doubt thai 
youll be nhhe io use your 
1020 Jor the purpose you oat- 
line. It will certainly dump 
other picture _ftles though, 

PRINTING 
QUESTIONS 

Can you help me by answer- 
ing the following questions: 
1) Can the AtariWriter word 
processor print out docu- 
ments on a 1020 printer? 2] 
Is the 1029 printer an 
Epson compatible? 3) Do 
Rambit still sell and fit an 
increased speed cassette 
modification for the XC12? 

Matthew Pemberton 

Leeds 

I) Yes 2} No 3) No r but Derek 
Fern is now selling this mod- 
ification, check his advert in 
this issue- 



1029 PRINTER 
RIBBONS 

I am writing to let readers 
know that If they are Jn 
need of a replacement rib- 
bon for the ATARI 1029, a 
direct replacement can be 
found in TANDY stores, The 
ribbon is in fact for their 
own DMP 110 but it fits the 



1029 exactly and gives a 
better quality print with no 
smudgy characters. It is 
sturdy in design and the 
ribbon lasts for 1 million 
characters, The price of 
£6.99 may seem a little 
steep but it is a good buy. 

M, Preston 

Winslow, Bucks 

62 SECTOR 
PICTURES 

I am having trouble with 
AtariArtist, My problem is 
that I cannot seem to save 
my pictures as 62 sector 
uncompressed files as re- 
quired by the 1020 screen 
dump listing on page 30 of 
Issue 47. Please could you 
tell me if It is poSSible. 

Peter Tonge, 

Bolton 

No good looking in the manu- 
al, it isn't there! When you 
have a picture on screen just 
press the INSERT ken and 
picture will be saved to disk 
for cassette?} as a 62 sector 
file called PICTURE. You must 
use IX}S to rename this other- 
wise when you save agai! i u 1 
original picture will be over- 
written. Pressing the DELETE 
key when in Draw mode will 
enable a 62 sector picture to 
be loaded into AtariArtist 



PET TO ATARI 

Please could you help me 
with a problem I have in a 
program that I am transfer- 
ring from a PET to my Atari, 
The program calls for the 
line DEF 

FNAIA) =INTt 100* A)/ A but 
my computer won't accept 
It^ I have discovered that 
the Atari won't accept user 
DEFINE functions so how 
can I get round this line? 

Ken Hughes, 

Bristol 

I don't know much about prog- 
ramming the PET but suspect 
the best way to overcome this 
is to put the function in a sub- 
routine and use a variable in 
place of the DEFINE some - 
thing like this (the line mm* 
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hers ctm he anything}. 

1 0 FNA=5 06 

500 A=iN r rilOQ*A)/A 

Whenever you need to use? 
ihe function in the program, 
use GOStJH FNA instead. 

PRINTERS ■„ 

I have an ICL Microti nt 83A 
which can operate in both 
serial and parallel modes. 
Please could you tell me 
which is the beat mode to 
use, what baud rate is best 
and what interlace, if any, I 
would need. 

John Stacey, 

Gwent 

.... r have acquired a 
BROTHER ML009 printer 
without an interface. Is this 
compatible and, if so, where 
can I purchase an inter- 
face? 

G. Piggot, 

Crosby 

p.,* I have an Erika 30O4 
electric typewriter. Whilst 
reading the instructions I 
found that I could also buy 
ail interface to use the type- 
writer as a printer. The in- 
structions said that the 
typewriter is compatible 
with any home computer, I 
have rung around many 
dealers but none knew of 
this Interface. Wbere can 1 
buy one? Also are there any 
word processing programs 
available on cassette or will 
I have to buy a disk drive? 

Ryan Wynn 

Tamworth 

Always choose a printer that 
works in Centronics Parallel 
mode for use with the Atari It 
is possible to use a printer in 
serial mode hut it requires an 
interface r special driv- 
er software and will he quite 
slow, provided the printer has 
a standard Centronics port, 
you should have no problem 
using it You will require an 
interface and the one we re- 
commend is the ICD Printer 
Conner. Hon available from 
Gralin International or you 
could try Derek Fern wrto also 
does a Centronics Interface. 
Both these folk advertise ii\ 



NEW ATARI USER, lire 
Droiher Ml 009 should work 
without problem. 

The interface for the typewri- 
ter is more of a problem. Many 
electric typewriters have this 
facility hut you need to obtain 
the interface from ihe rntUUb 
facturer or his agent- AM this 
interface does is turn the type- 
writer into a Centronics prin- 
ter and you wQl still need a 
further interface, as men- 
tioned above, to attach it to 
your Atari. 

Tlxe only cassette hosed 
word processor we know of is 
sold by Derek Fern but ti is, 
as far as we are aware, avail- 
able only in conjunction with 
the high-speed cassette mod- 
ification thai he sells. If you 
do want to do word proces- 
sing without a disk drive then 
we would certainly recom- 
mend this high-speed modiji 
cation as it will save you a 
considerable amount of time 
in saving and loading docu- 
ments. 

ON USING THE XF551 
and TURBO BASIC 

Here are some notes about 
the XF551 disk drive and 
Turbo Basic which I have 
discovered and have not 
seen mentioned elsewhere. 

Firstly the XF5S1. To reg- 
ulate the revolution speed 
of the disk, the drive uses 
the timing hole, the small 
hole on the disk near the 
big central hub hole, The 
drive has a LED source and 
sensor over the hole, the 
1050 has a hole in the drive 
mechanism for an LED but 
no LED, The upshot of this 
is that the XFSSl needs no 
potentiometer to control 
the speed which is control- 
led hy the processor chip. 
So to change the speed 
would require a different 
ROM chip which would 
make the processor spin 
the drive at 2SS rpm. The 
advantage is that the speed 
does not drift off the cor- 
rect speed like the 1050. 

Another disadvantage is 
that the XFSS 1 will not for- 
mat the reverse aide of a 
disk because the timing 
hole Is on the other side of 
the hub hole when the disk 
is flipped, over; When I first 



tried to format the reverse 
side of a disk I thought that 
the drive was malfunc- 
tioning. 

The 3£F551 uses a different 
skew than the 1050 [with 
U& Doubter, etc.) when for- 
matting a disk in true dou- 
ble density (256 bytes per 
see tor) r I have listed the 
number of revolutions 
needed to read all the id 
sectors on a track and rate, 
at which the drive reads 
data from the disk . 

XF55 1 Normal skew 

15 revolutions l.SK per sec 

XFSSl Sector skew 

9 revolutions 2.5K per sec 

1050 Normal skew 

17 revolutions 1+27K per sec 

1050 Sector skew 

7 revolutions 3.09Kper sec 

The different skews do not 
matter until a disk is swap- 
ped from one drive to 
another, 1050 sector skew 
disks are very slow when in 
the XP551 drive. 

I have heard about people 
replacing the 40 track 5 
1/2" disk drive mechanism 
in the XFSSl with an SO 
track 3l/2 n disk drive 
mechanism so I decided to 
have a go. I took the inter- 
nal drive out of my ST 
which is SO track and dou- 
ble sided. The ST drive has 
a 34 pin IDC connector and 
a 4 pin power connector. 
The XF 55 1 has a 34 pin 
PCB connector and a 4 pin 
power connector. 1 made an 
adaptor to connect the 
XFSSl s PCB to the ST s 
IDC and attached the ST 
drive to the XFSSl. The 
drive worked but with one 
problem. I was able to for- 
mat a disk with SO tracks 
and read and write to it, 
however it only formatted 
one side. I do not know if 
this is because of incom- 
patibility between the ST 
drive mechanism and the 
XF551 or if my adaptor had 
a bad connection, 

Now for Turbo Basic, I have 
found some bugs. Printing a 
string that ends in CON- 
TROLS has the effect of 
having a semicolon at the 
end of the string, The 
BLGAD command does not 
work if the DOS is MYDOS 
or SpartaDos X but you can 
use XIO 40 instead in those 



DOSes. Most commands 
work in upper case or lower 
case but commands with 
non- alphabetical characters 
must be In Upper case, e.g. 
%.FUTand -MOVE. 
Turbo Basic allows up to 
256 variables. An elusive 
hug occurs however when 
you have a large program 
with around 180 or more 
variables. If about the 
lfiOth Variable is a string it 
will cause an error 8. The 
string can he READ, PRIN- 
Ted and given values hut 
not INPUTed. I found that if 
I list the program and then 
ENTER it this rearranges 
the variable table and the 
string can be INPUTed but 
another string may then be 
affected. 

Finally some notes that 1 
have not seen mentioned 
else where, PUT, GET + 
%PUT P %<GET can he used to 
put or get more than one 
number if you use commas, 
e.g. PUT frl.X.Y.Z. Turbo 
commands can be abbrevi- 
ated, e.g. END1F can be END 
or END!.; BNDPROC can be 
ENDP. The Turbo Support 
Disk says that exit can be 
used from within REPEAT 
or WHILE loops, this Is so 
but it will error if you try to 
compile the program. 

Richard Lewis, 

C his wick 

Ttianksfor the useful informa- 
tion. Richard., especially using 
the ST disk drive with the XE. 
Just one point which is raised 
by your remarks about for- 
matting the reverse side of a 
disk and finding that the ST 
drive would format only in 
single density, The XF551 
needs to be configured to 
make it a double density drive 
and it appears that you ha- 
ven't done this. You must 
send a command, to the driue 
to lell it to format and use 
both sides. MYDOS contains 
an explanation of this and can 
easily be configured to set the 

J in double sided mode 
when booting up. You should 
also be able la send the 
appropriate command in 
Basic but I am not sure how, 
Pediaps someone else could 
oblige? If you do this I am 
sure that the ST drive will be 
formatted in double density. 
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LYNX 





At last a number of new 



games have been released ]y[g PACMAN 



for the Lynx. John 
Sweeney has been playing 
with the latest 



XENOPHOBE 



1 EJV iNl s£ 



OP HOBS' 



Armed with only a Phaser you 
must set off to clear 23 space sta- 
tions of Xenos. These come In 
various shapes and sizes: Pods - 
destroy them before they hatch, 
Critters attack In droves and 
latch onto your body, Rollcrbabies 
bowl you over, Tentacles reach 
out and grab you, Snotterpillars 
jump on you or spit at you, and 
Festors not only hide in doorways 
and paralyse you. they also lay 

new eggs. Each station has a number of b- mom levels 
linked by elevators, and fortunately you will find some 
useful tools along the way - better weapons, bombs, Jet- 
packs, fire extinguishers, keys, etc. - as well as machines to 
help you in your fight, e.g. a self-destruct to blow up the 
station if you are losing! The items add an arcade adventure 
aspect to the game raising ft above the general mindless- 
blasting games. 

You get four lives with 2000 hit points each or you can link 
up with up to three other Lynxes to give yourself more 
chance of success! Since you are racing against the clock as 
well the single player version Is HARD! I reached station 6 
after a few tries, but it was getting difficult as the place is 
on fire - you really need someone else to wield the lire 
extinguisher as you shoot the baddies! 

A nice twist on the multi- player version is that one player 
can choose to be a Snottcrpillar and fight the others [or 
steal the better weapons!). 

The only criticism of this excellent shoot-em-up is that you 
can only start from the beginning - 1 can t see myself ever 
reaching level 23 by myself so I don't suppose I will ever see 
the "gross, disgusting and dangerously despicable Mother 
Pastor". (If any of this seems vaguely familiar then. yes. 1 
reckon the authors sat through Aliens a few times!). 
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A good traditional arcade game 

- it looks Just the same on the 
Lvnx as It did on mv old 800 
about a century ago! Munch all 
the pellets, dodge all the ghosts 

- I sure I don't need to tell you 
how Pacman works! [t seems 
slightly harder (maybe it Is a lit- 
tle faster) and you get less lives, 
also there is no Teddy-Bear 
{dead easy) level, On the other 
hand you get a set of new larger 

mazes as well making a total of 25 different mazes. To help 
you finish the new mazes there are lightning bolts to give 
you a speed up if you are about to be caught. You can 
choose large or small mazes and you can start at any level 
up to the Banana (level 7). Sound effects and cartoon 
intervals are all faithfully recreated to give an excellent 
classic arcade game. 




KLAX 



A brilliant conversion of the highly popular arcade game, 
Just in case you haven't seen it yet: coloured tiles roll 
towards you along five ramps. You must catch all of them in 
your paddle and drop them Into live loading bins at the 
front of the screen. Each of the bins and your paddle can 
hold five ti les A KLAX is a row of three tiles of the same 
colour (horizontally, vertically or diagonally) KT-AXs dis- 
appear immediately to make room for more tiles - if you let 
more than a few tiles drop off the end of the ramps or If all 
your loading bins get. full then you are dead. 
At the beginning of each WAVE of tiles you are given an 
objective, e.g. score 10000 points, make 5 diagonal Klaxs, 
catch 100 tiies, which you must achieve to reach the next 
level. 

It sounds ridiculously simple, but when the tiles start 
speeding up I can assure you it is a real challenge, and a 
highly addictive one. You can choose between Easy. 
Medium and Hard and you can start at level 1 , 6 or 1 1 . 
There are warps to get you up to the higher levels more 
quickly. For example if you make a "DigX (two diagonals of 
five simultaneously! - usually only possible by dropping a 
'•wild tile" into the centre) on level 1 1 you get a secret warp 
straight to level 56? Certain other levels give you a standard 
warp - ihe ability to jump 10 levels. These options mean 
that you no matter how good you are you can get to a 
challenging level very quickly! 

The sound effects and speech have all been perfectly im- 
plemented on this Lynx version. A must for all arcade 
gamers! 



ROADBLASTERS 

i 

Fasten your seat belt, put your foot down and get a good 
grip on the trigger! To save the world you must beat the 
Death Squad in a road rally across the nuclear wastes, 
menaced by deadly mines, cannon towers and oil slicks, 
blocked by scores of enemy cars, and desperately trying to 
collect enough fuel to see you to the next checkpoint. 

Your basic lasers will take out most of the enemy cars, and 
a robot jet drops more powerful weapons for you to use 
from time to time, such as Cruise Missiles which destroy 
everything lot miles around! 

If you go too fast you unit crash into the slower cars in 
front of you. If you go too slowly you will run out of fuel. 
Crashing just wastes time - you get instant repairs! Keeping 
your trigger finger down may clear the road ahead effective- 
ly, but you won't score very much as points are awarded 
with a multiplier based on your shooting accuracy - a nice 
feature! 

Your objective is to complete level 50, you can start on 
level 1 , 4 or 1 1 and warps after certain levels allow you to 
skip a few or several levels (depending on your confidence!) 
to help you get there. 

Hie only slight problem Is that at high speeds the screen is 
a little blurred and it is not easy to make out what is ahead 
of you. Apart from that it is an excellent Over lander- style 
race/battle arcade game. 

ZARLOR MERCENARY 

All computers must have a vertically scrolling futuristic 
shoot -em- up - here is the first one for the Lynx! Digger than 
the average in that the screen scrolls a little horizontally 
each way as well, Zarlor Mercenary has all the usual fea- 
tures; waves of alien ships; lots ol ground targets for extra 
points/ money; extra-big extra- powerful end-of-level bad- 
dies; Power Ups to grab; end -of level Shops to buy Power 
Ups: Extra Ship, Speed Up, Laser, Mega Bomb, Wing Can 
nons, Side Shooters, Super Shield, Invisibility. Power Shots, 
Auto Fire, Back Stabbers. 

The Lasers are on button D and home in on anything that 
moves; Mega Bombs are on the Option 1 button and are 
worth saving for the end -of -level enemies. 

There are six levels to fight and they get hard pretty 
quickly. Unfortunately you can only start at level 1, Fortun- 
ately you can get up to three friends to plug in their Lynxes 
and help you - 1 suspect that without some help level 6 is 
going to be nigh on impossible! (But watch out for anyone 
buying a Back Stabber - it can ONLY be used against other 
players f) 

"If it moves, shoot it. [fit doesn't move, shoot it anyway!" 
Great game. 

SLIME WORLD 

The best of the recent releases. Todd's Adventures in Slime 
World is a mix of arcade adventure, maze game, platform 
game and lots of other ingredients. Armed with only vour 
trusty water-pistol you have been abandoned on the gross 
and repulsive Slime World. To survive you must reach the 
escape capsule at the other end of an enormous maze 
populated by such delightful creatures as Maggots. Blood - 
Groaches, Zits, Scabs, Drools, Headsuckers. and Tape- 
worms! Slime drips from the ceiling, pools of slime block 
your way. slime waterfalls soak you. the monsters explode 
into lumps of mucus (boogersf) that stick to you - all these 
things slowly turn you green, Touching monsters speed up 



the process. Luckily for you there are pools of water occa- 
sionally so that you can clean all the slime, snot and mucus 
oft! If you turn completely green you explode f 

Beware wheal killing red monsters - red boogers cause 
instant death! 

Along the way, you will find lots of help: Super Slime Gems 
(instant cleansing), Gun Powerups, Slime Bait [lure the 
enemy to where you can kill or avoid them). Slime Shields. 
Mega Bombs [clear whole rooms), Cleansers (turn Slime 
Moo Is to water) and Jet Packs, bur watch out for energy 
barriers that destroy all your toolsl 

Plus it keeps an on-screen map of your current area so 
that you can spot which way to try next in your search for 
the surface - most of the mazes are relatively straight- 
forward - as long as you keep reaching new rooms you are 
probably going in the right direction - though you may have 
missed some of the shortcuts - there are hidden doors all 
over the placef 

There are actually six complete games in Slime World: 
1) EASY: an "easy" introductory rna^e. 
21 EXPLORATION: a larger, harder maze to practice 

your skills in. 
3) ACTION; an arcade style version, less problems - 

more fighting. 
4J SUSPKNSE; Just 2 minutes to get out unless you 

can find the mushrooms which extend the timer, 
5] LOGIC: each room is a separate puzzle over 50 ol' 

them - and your gun doesn't work! 
6) ARCADE: The nastiest one of all! 
In games 1-5 there are regular restart points after each few 
rooms - just press PAUSE and you get a code which you 
can use to restart the game at that poini next time you have 
charged your batteries? But game 6 has no restart - what 
you really need here is some help - you can plug in up to 7 
more Lynxes - watch out for traitors finding Slime Guns 
and using them on YOU! 

The mazes are diffcreni in ench game and are crammed 
fully ot superb puzzles which you have to solve by dodging, 
blasting or clever use of your tools - this is VERY. VERY 
addictive - best game on the Lynx so far rush out and buy 
It NOW] 

SUMMARY 

As well as the original Blue Lightning, California Games, 
Chip's Challenge, Gates of Zendocon and Eleetrocop. there are 
now Gauntlet III. Paperboy, Rampage, Shanghai, Rygax, and 
Robosquash plus the six reviewed above. With APB, NFL 
Superbowl, Vindicator, World Cup Soccer, Tournament Cyber- 
ball and Ninja Galden all scheduled to be available by the time 
you read this, the Lynx is becoming a very versatile machine 
with a range of games to suit all tastes. 

The games are generally of a very high calibre and the Lynx is 
still the only high quality, colour, portable machine on the 
market: together with a £60 price reduction a few months back 
(it is now listed at £129) this makes the Lynx a superb 
machine if yon like playing anywhere, any time (and have 
plenty of rechargeable batteries)! 

By the time you read this you should also be able to buy a 
stand alone' Lynx for just £99 which is basically the same 
pack without California Games. Atari have also announced a 
new range of peripherals for the Lynx including a car cigarette 
lighter power adaptor tor £9.99, a Sun Visor" retailing at 
£5.99. a Lynx kit case for £14.99 and a Lynx pouch for £9.99. 
The cases allow storage of software along with the machine. 

My thanks go to The Computer Store in Nottingham Broad- 
marsh for helpiiKj me try out thp multi-player versions, 
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CASTLE 



by Daue Stubbs 



Dave Stubbs is 43 years old and is a Photographer by 
profession. His comments on this, his first game, are as 
fotttnus, 

Dragon Castle Is my first try at a complete game. I Ye had 
my 800XL for nearly two years and I've had a lot of fun 
exploring the world of ATARI computing. An editorial about 
reader participation prompted me to have a gol My flOOXLls 
a bug ridden rev . b model so I do most of my programming 
with the fabulous Turbo Basic booted. When I tried the 
game in Atari basic my heart sank at the slow action. But 
every problem is an opportunity in disguise! A crash course 
on VBls saved the day and taught me a lotl A VB1 reads the 
Joystick input and updates the player's horizontal register. 
It also checks a flag and moves the falling damsel down her 
PMG stripe. A Display list Interrupt fs used for the multico- 
loured background to the graphics mode 12 screen. The 
display list is modified to give the text lines at the bottom of 
the display. Two small machine code routines are used. 
One moves blocks of data and is used to print the PMG 
graphics and move the character set to RAM. The second 
routine fills a selected area of RAM with zeros and is used 
to erase PMG characters. 



Tarialot the white knight has 
been sent by King Atarus to the 
local boarding school for damsels 
in distress. A particularly bad in- 
festation of Dragonus - incineratus 
is causing the fledglitig princesses 
to become suicidal Tarialot must 
keep the fiery jiend under lock 
and key by placing four keys in 
the east alcove of the castle wall. 
Successful suicides make an 
awful mess on the courtyard and 
it would be very badjbrm if the 
knight let more than three ladies perish! 
Catching them in open arms is the best 
way, catching them on the head gives our 
hero terminal migraine! White knights only 
have three lives! It's all a waste of time 
anyway because the cheap padlocks don't 
last and soon the suicides are more fre- 
quent It keeps a knight off the streets 
though! 

PLAYING DRAGON CASTLE 

Use a joy stick in port one to control the 
knight Pressing tfiefire button will grab 
keys and catch falling ladies. Up and 
down wilt let tlve knight enter the castle 
doors. 
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DRAGON CASTLE 



EM 
FQ 
GE 
LA 
HC 
HQ 
F l> 
MM 
AY 
TD 
HU 
HZ 
HC 
Ai 
GC 
OL 

rti 

ZF 
IB 
PT 

fu 

ZM 

PW 
HC 
U J 
AC 
FU 
BK 



JH 

F/ 
H4 
ZB 
OU 

HA 

UF 
LD 

SH 

TJ 
ZR 



KW 

SY 

5 M 

FT 
MQ 

MA 

PY 
HJ 

AC 
YM 
HH 
ZK 
UO 
A3 
£G 
BU 
MS 
ZD 
AO 
C J 
FH 
KF 

EE 
OG 

Hi 



1 R E M trttttt i tttttttfifttt i fJOWttiWfltnifttfr i 'frit i T i fm tttfi 

2 REM H DRAGON CASTLE H 

3 REM tt by n 

4 REM 8 D4Ve StUbbS tt 

5 REM B — — — — « 

fi REM S HEH ATARI USER - APRIL ' 31 11 

7 REM it t r tti tT t n iz i i J»»trtmrtrtfrrmiT i tnunmTiTni BM 
o REM 
10 ItEK 

15 GRAPHICS 1 + 4.0 

30 ? H6j M HE" 

50 ? ttfi;" 1 
63 
70 
00 
98 



VE STUBBS 



coll 



? t»;»n 



Ira son 



lace keys in alcove 



on the castle wall 



ii ■ 



■ i 



109 ? H£;*'TEtERE ARE 3 SUICIDAL 11 ; 

110 ? tl£j "LADIES TO BE SftUCl*' 
130 ? 1*0;"Mtt*T LOSE THEM ALL!" 

130 ? tia ■ " rirwiTiiiraTii»Jii!rji^ ' * 

140 * Mh i ■! M (iMilliillil 

150 ? Oft j ■■riTTT*«!MJJ:»l!l;H*l " 



1 1 



i&e ? aei'-pasEin-a the dragon" s"; 
170 ? tie j" fire? an inside jAtifl" 
1 Sfl ? £T6 : ? H6 ; 1 ' H— J JAWitrVTm. 
1^0 IF PEEK C532793 <>6 THEN 1*0 
Z00 GRAPHICS 1*16 1 POSITION 0,10:? U6; 11 
back in 11 !? SB; 11 THEN TV FIVE" i 

210 FOR D = l TO 1000 : NEXT E> 

ZZO POKE lflfi f l«fl 

230 G05UB 2330: REM SET UP 

J4« C0T0 JOO 

250 REM MgTfaiT»tfk«afcifi]:M;l<p*malgM 

2&6 IF PEEK C532&0J =4 THEN POKE 16bb,0: 

CEYFLAG- 0 : GOSUB 1230 : REM 1 3idy / MAA 

270 IF PEEK (^1262) AND PEEK 16731 "1 T 

HEN CEYFLAG=0;£05U0 1330 ; REM bumffd 

2B& POKE 33270 ,01 PET URN 

290 REM ^^■^^HIi^TWIITIil^^^HHHflMB 

30fl ON PEEK CS4 #161 -244 GOSUB 530,530^4 
70 , 530 , 530 , 530 , 410, 530, 900 P Bfi0, 530 

310 ^osuo 2 SO 

320 IF P£bK£16£S3>74 THEN P0*t£ 100*,®; 
SOUM0 2* 0*12 i GOSUB 1400 ! HEM Reach* 

d the floor! 

ZJ9 GO SUB 620 i R E M Randon event? 

340 IF FLAMEFLAG AND FLASH THE It £f)Stm 

£149 

XF FLAME Ft. AG AND FLASH-0 THEN £0SU 
B 1170 

368 IF FLA0¥ THEN GO<*UB 730 
370 GOTO 300 

3 00 &EH 
390 fiEM 
400 ft-EM 

416 M^USR CADR CMOUE53 , MA N 1 , MAW PUS j 143 
420 ^OUNQ 1*150*8 P 8 

430 H-USR CADR CM0UF*? * HfiHZ , MAHPOS , 14 J 
4411 SOUND 1,0,0,0 
450 RETURN 

460 REM ■ I FilU MsM ;1 tfi I n 

470 H-USR CADR CM0UES3 , HAN 4 , HflNPOS P 141 

4 00 SOUND 1,150,8,6 

490 H = U5R CADR C MO VE 5 1 > HAH5 , WA HP OS, 143 
500 SOUND 1,0,0,0 
510 RETURN 

520 REM EBMMMflfEVIdL-miAJlil 

530 H = U5R CADR tH0UE£J a MAN6 , MANPOS, ±4> 

540 IF FLADY THEN GOSUB ?M 

550 IF STRXGt0)=0 THEM H^USR CADR CHOVF $ 

3 , MAN 3 , MANPOS , 143 

500 D=PEEKC1664J 

S70 IF ^TRIGC03=O AND CEYFLAG-Z AMD D> 
i02 AMD D<1?4 THEN GOSUB 1540 
580 TF STRIGC03=0 AND PEEK IS 3 26 1 J O 0 A 
N& PEEKC16'*4) <109 THEN GOSUB 1450 
5?0 RETURN 



OTSPLAY PLAYERS 



HAW MOyCS LEFT 



LIP 
TL 
HI 



UL 
HH 

BS 



CH 
MX 



RF 
A A 
EU 

ZF 
Lfl 
MU 
HK 

ZK 
PR 

ZR 

zz 
uz 

MG 

JS 

HU 

ZM 
Q R 

cu 

CH 

uc 

EV 
YZ 

ZT 



■ Hi 
ZR 
PG 
EE 

MB 

JU 
JR 
HJ 

JQ 



AO 
HZ 
HU 

AH 
HH 
HD 
MJ 
AH 
UK 
ZD 



AO 
CB 
NT 



READY FOR A HAPPENING? 



fjflfl REM 
61fl REH £UiCii44] lady! 

b20 IF r L AG — 0 AND INT CRND CO? * CE>0^L E WEL 
3 3 =2 THEM FLAG = 1 J M LAO Y ~ IM T CRND CO) W140 + 
^01 : ^OSUfi 740 i RETURN 
030 REM dragon appears! 

&40 IF OR AGFLAG-0 AND IN T CRND C03 * C40/L 
FUfcL))=2 THEN DR AG FL AG-1 ; GOSUB 10 70 
650 IF DRAGFLAG-1 AND INT CRND C03 *103 =2 
THEN FLA ME FLAG^l : POKE 707, 46$P0KE 19, 

0 

660 IF FLAMEFLAG THEN SOUND 3,FLASM«10 
,6,2 

670 IF FLA ME F L A G = 1 AND PEEK C193 -1 THEN 
SOUND 3 ,0, # r H iPQKE 707, ISO 3 GOSUB 1360 
: REM turn dragon off 
600 FLASH-FLA5H+1 
690 IF F LASK= 2 THEN FLA S H - O 
700 IF CEYFLAG-0 THEN CEYFLAG=1 ! GOSUB 
1100: REM key appears 
710 RET UR N 

720 REM 

730 REM ■ W >Mri| f lilMTrllf Bill M 

740 POKE 53248 , HL AD Y ! H-USR CADR CHO U E S"3 # 
LADY2, LADYPOS* 3 f 111 

750 FLADY-1 3 HALK = INT CRND C03«43 -1 
760 SOUND 2,HL*&¥,Z,e 
770 RETURN 

780 reh ^tiramj:B"r^i*<:irmi 

7?0 WAIT-HAIT+1 : IF HLADY> 132 OR HLADY < 

64 THEN HAIT-10 

aae HLADY=KLADY+HALK 

810 POKE 53246, HLADY 

020 IF MAlT>ft THEN POKE 1 fif>f> r 1 ; FLADY~0 
: ha rr~fl ; REM Off she goes? ! ? 
330 SOUND 2^0^0,0 
840 RETURN 

ftso rem i^MgiM:iiiitFi:ai:ujiiina^M 

860 D=PFFKC1664) :RFM nan hOriZ positin 
n 

870 FOR HANPOS-M TO H-3 'sTEP -1 

980 H = USR CADR CH0VE$3 > MAN4 * MANPOS- * 15) 

890 NEWT HftKPOS 

tBEt IF D>60 AND D<00 OR D>4BB AND D<J.» 
0 THE P* MO 

?10 FOR MANP0S=M~4 TO H 

920 H=mtttAfMt(HflUE£l ^ MAN 1 . MANPOS , 153 
?30 NEKT MANPOS ■ RETURN 

?40 FOR 0-14 TO 16 ; POSITION 4, D: PRINT 
BOi" ": POSITION 31 s D : PRINT " : NE 

HT D 

7^0 POKE 623.2 
?60 RETURN 

?7fl REM ^^^1TTl»i:U>IiIiI!E^^^^^» 

70* D-PEEK C16643 ; IF D>60 AND D<166 OR 

D>166 AND D<180 THEN 1000 

770 RETURN 

1000 POKE 823,1 

1010 FOR MAHP0S=M-4 TO M 

1020 K = USR CADR CMOVFS) , MAN 1 r MflHPO^JSl 
JL01O HEHT WANPOS 

1040 FOR D = 14 TO 16:PO^ITX0N 4, t> : PRINT 
EKT D 

1050 RETURN 

1060 rem — i.i \ mxrrtt?F^m—^mm 

107fl |t-tt»£APR£MQgESt 7 0RAGOMjDRAOPOSjl 
43 

1O00 ItETIinH 

10?0 REM ^^MTTjI ! ■ 14 1* JB<ti 

1100 W ~ U SR f ADR CMOUE53 , CE Y , CE YPOS , 143 
1110 POKE 77,0 s HEM disable ATRACT 
1120 RET UGH 

1139 rem ll^n^j T-va f ■ i j j n : 1 4-1 

1140 H-UHt CFLU*H$1 , FLflMEPOS t 30 J i X " 
USRtA0» CMqOE?l . FLAME, FLAMFP05, J 4) S POKE 

707, 40 
llBfl ftETHRH 
1160 REM 



Dl^PLfiV L OHF P. F L iVHh S 



11>B K=M^« CADR CFLUSH^) , FLAMEPOS ,303 ! H = 
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LISA ( AOR |Ht3V£$J j T L fl ME f F L *1t t*05 *24 , 143 ! P 
OKE 787, 258 
&Z 116 0 R F T LJ H H 

aa ii?8 hem MOZEETKEIEElMn 

TP 1200 H=U5RIADft IFLU5HS3 , L Al> YPOS , 1 SO J 
AG 1218 RETURN _ 

md izzo REM HBSliEISilX^IESSISEMi^H 

MM 1218 REM lady^an 

QT 1248 IF STHTLitOl-O THEH SCORE =5C0RE+ 1 3 

SOUND 2,58,8,12:G0TR 1278 
CU 1250 DED^DED+2:IF DED-B THEN FINISH=1 i 

GO SUB 1638 

BE 1268 FOR S = Z55 TO 2 STEP -28 2 SOUND* 2,S 

j 6 , 6 : NE m S 
MT 1278 GiOSUfl 1 6 G 0 : REM print SC«r*5 
PU 1288 K = U5R EADft «Ft_UStlSJ ,LAB¥P0S-4, 1883 S 

POKE 1665 j 8 ! POKE 1 ftftb , 8 : FLA&tC 
OV 12*0 POKE 53278, 8 ; SOUND 8 ■ RE M RE 

SET COLLISION I 5 TERS 

AF tJflfl RETURN 

NL 1318 HEM ■ '»-*.■ Mil i'i. ■ : * -* * + 

BH 13 20 SEW **Bft burned! 

LIE 1338 FOR 5=1 TO 50 : POKE 786,8;P0KE 7«6 
,1S; SOUND 1,5,2,0; POKE 70S* IS? POKE 788 

NL 13:48 SOUND 1 , 8 , B , 12 ! DED=DED+2 ; IF DED~8 

THEN FINISH-! sGOSUB 103O 
DK 1 350 GO SUB 1668 

DC 1368 H = U5R CADR (FLUSHES , DRAGPDS, Wl ! ORII 

GFLAG=B ! FLA ME FL A G - 8 : SOUND 3 ,0 P Or 8 
LA 1378 POKE S32 78 , 8 : SOUND 1 , 8 , 8 , 8 3 RF T URN 
PH 1388 REM ......... «;« j j ■« P T .*>.*> 

CI 13*8 REM lady Kits the graund 

N I 1*00 GIRL=GIRL+?: IF GIRL ~B THEN FINISH 

=2iG05UB 1838 
IE C 1418 gosuo J6UfJ 
CF 1428 G05UB 1280 
AO 1438 RETURN 

TK 1449 REM HKMHUlSll^^^H 

TP 14S8 K = USR (APR CFLUSH$3 , CEYP05, I5J 

6U 1468 FOR M = 12 TO 2 STEP ^1 

ZV 147* SOlfffO l J 3 f lB J 12:5QUH& 1,4,14,W 

10 1488 SOUND 1.8.8,8 

LL Iffi NEHT W 

HO 1S88 CEVFLAG-2 

DN 1518 POKE 33278,8 

AP IS 2 B RETURN 

AF 1538 REH SQSH^KSISm 

CZ 1548 POKE 53249, 1B& 
HII 1558 GDSUtl ±100 

YZ 1568 FOR 5=1 TO 28 ! SOUND 1,5, 18 , ft ; NEHT 
S 

IM 1578 SOUND 1*8,0 j 8 

CIA 1508 tt±USR CADR (FLU5H&1 - CEYPOS, 15) 
PH 1550 POKE 53245,00 
TV J.699 L0K^L0H*2 

UH 1618 5CORE~SC0RE+18 I GOSUB 1698 

FK 16Z8 IF LOi£ = B THEN FlHISH=3 I GOSUO 183 B 

HZ 1638 CEYFLAG-8 

AK 1648 RETURN 

UH it so rem TfTfhfTnwfflf 

MO 1660 POSITION 5,25: PRINT H6j SCORE 

OP 1678 IF DED> 8 THEN POSITION OEO#7,21;P 

ftlHt ttOf"«" 
JD 1608 IF (*IRL>8 THEN POSITION 24+&IRL,2 

l.PftINT «?» 14 
MT 1058 IF LOK>8 THEN P05 I TTQN 38+L0K,21. 

PRINT »6; ,, ™ ,, 
Mfi 1700 POSITION », 23 SPRINT 1*0? SCORE 

00 1710 RETU RN, „_„^_ 

CJ 1728 REM MBM^*" :l ^ra-TJl^^B 

SF 1738 DED = 8 ; GIRL =0 : tOK-O : POKE J. "9. 8 I FLAG 

=8 ! EEVFLAG-O; FLANEFLAG=8 ; DRAGFLAG=B - LE 

U£L = 1 

Aft 1748 POSITION 8 R 21: PGX*T B6 J M DE ATHS ! > 



YK 1758 POSITION 2 G , 2 1 r PRIltf U6;»W 

VL 1760 IMttiriOit 33 J 2£?PRIHT n%;" 

GI 1778 POSITION 7.21.PRINT tt6j" 

TN 1788 POSITION il , 21: PRINT Hfi S ,+ 



■ i 



PT 17^8 P051TIOH 8,23;? W i " Jragon 
castle 

HS 1088 POKE 53278 , 8 £ REH Clear collision 
AS 1618 RETURN 

PN 1828 rem MMHI39EIX31EI^^^^M 

BU 1630 FOR S=8 TO 3 ; SOUND 5,8,8,8: NEHT S 
MD 1040 POKE 166&p8!REM stop falling lady 
IH 1858 ON FINISH GOTO 1 398 , £010 , 284 0 
HC SO SUB 2158 i POSITION 0,21 [PRINT #6 



Hold, down c^TflRT] iot another 



PK 1870 FOR D = l TO 188 : NEK T & 

Hft 1888 POSITION fl , £1 ! PRINT HO f " VOUR 

FINAL SCORE MAS " ' POSITIO 

H 20, 21! PRINT S6 J SCORE 
PQ 1090 FOR 0=1 TO 188:NEKT D 
DG 1588 IF PEEK C5 3 2 7 5) C>6 THEN I860 
HH 1510 SCORED* 

CM 1528 SOUND 1,0,0,01 SOUND 3,O,8,8:P0P I 
POP 

CO 1538 GOSUB 2278 

HI 1540 tt-USR CADR CFLUSH^l ,PMBfiSE+ 1824, 102 
43 :REM eras* pug characters 

RH 15SB ^OSUB 1738 SPOKE 1069,8 [POKE lOOSr 
8 : POSITION 5 |P Z3IPRIN? *tfi; SCORE J : GOTO 3 
88 

DO 1900 REM ■ I I I ||^^i:WL1*Mtn« 

IL 1578 REM All Knights oead 

FR 1500 POSITIOII 8, 23 I PRINT m;" tfiif Of t 

ho knightn M 
UZ 1^50 GOTO 1068 
OR 2800 REM All LOtfiftS Dead 

P« 2810 POSITION 8, 2^; PRINT tJ6j"Elood knig 

ht princess" 
TN 2028 GOTO 1080 
JL 2838 REM ALL Locks Secured 
NA 2048 F= 20 8? 0=1 

RB 2050 FOR 5-SCORE TO SCORE+lOO 

OS 2868 ^OUND 1 , ¥ , lOj 10 : SOUND 8,0,14,111 

GB 2870 JF==F"J. 2 8=0 + 1 

GK 2888 POSITION 5 r 23 ; PRINT ttfc j S ; 
JK £0^8 NEKT S 

FU 2100 SOUND 1 * 8 , 8 , 8 ! SOUND 8,8,8*8+ SCORE 

^S 

OH 2118 LEVEL-LEVEL+1 

RM 21ZO LOK-0 ! FLAG=8 : POSITION 32,21 ; PRINT 

Kb;" "sGOSUB LZ88 

DA 21 JO POKE 53 27 B t 8 ' POKE 1665 , 8 : RETUBM 
EL 2140 REM JHlhTlir T ■ lilliil II ■ 

JS tlSfl FOR S=1SS0 10 ISfeO SPOKE S, 8 [POKE 
700 , IS 

BA ZJ-iO SOUND 1 1 2 , 8 , 12 S POKE S, 13: POKE 780 
,0 

OM 2178 POKE 53766,32 

BP 2188 POKE S,0iSOItKD 1 , 2Sf5, a , 12 ! POKE 53 
J2 2158 NEKT S 

7.P 220O FOR V = L2 TO 8 STEP -1 
OV 2210 SOUND i # MlgOpli 
OA 2220 FOR fizrl TO Si NEKT D 
KQ 2230 HEHT U 

m 2248 POKE 7B8,2;P0*E 718,4lP0NE 789,13 

81 POKE 712,* 
YG 2258 SOUND 1,8,8,81 RE T URH 
HI 2268 RF.M ■ I Hi I !■ 

NO 2278 RESTORE 2368 
FT 2288 D=248 

OH 22*R FOR 5=1558 TO 1568 [ READ & : POKE S, 
8 

CO 2388 FOR t=t TO i 

UF 2310 SOUND 1,0,14,12*0=0-* 

JJ 2328 NEKT T 

UU 2^^8 POKE 7*8,8;P0ICE 785, 18 3 POKE 718,4 

1 POKE 712, 242 I SOUND 1,8,8, 8 
TM 2348 D=D~I 
Jft 2350 NEHT S 

ON 2368 DATA 244 , 246 , 248 , 2&0 , 252^ lft4 x iOO , 

18, 4 , 3* 
BB 2378 RETURN 
HD 2388 REM 
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TH 2330 LftSUB £720 I REM Uaridblff . 

AD £400 POKE 559,0:G05UB 3244 C HEM 0 i ff p I oy 
] i si stuff 

MM £410 GOSUB 25311 : HEM MSG Pat* Shifter* 

HP 2428 K=U51fr{ADREFL-1J5H$» , PH0A5E , £0003 ; RE 

M Flush PHbast ram. 

HA 243ft G05II0 Zi9fltflEH HBV* GhtTKteF SPt 

DP 2449 GOSllft £780 : REM Cfc*naet#f Data. 

Ufl .2450 G05UB 3818 2 REM Draw Seroprt, 

JI 2 468 <.OSub £3?f*:REH P/NiSSile Stuff. 

NU 2470 60 SUB 1740 i REM Vbi setup 

HH 24118 GO5-U0 1738 ;HEM Z#PO 3COr?Ufie 

AB 2430 POKE 559, ££ 

Ait 2 500 return 

OZ 2510 STOP 

MC 2S20 RfM ■ :1 JV» I : ■ S Mi fffri jWISHMJiM 

OP 25X0 RESTORE 2560 

GO 2S40 rdA 5=1 TO 07 ! READ D i MpUES C5 ,5) =C 

NHS tDi : NFKT ft 

IW 2550 REM 

UT 25^0 REM 



DATA FOR MAC HI N-L CflftF TO 



RP 2570 DATA 104 j 201 p I , 2011, 61 * 104* if S* 225 
* 404* Z2 4 r 184 , 133 , 227 , 104 , 133 , 226 , 1 
04,133,229 

SB £560 DATA 1 » 4 , I J 3 , Z 20 P 16 5 , 0 f 133 , 230 r 13 

3, 231, 160, 177, 224,145,22ft, 24*163*1,101 
RD Z590 DATA 224,133,224,169,0,101,225,11 

3, 225, 24 , 1 I , 101 , 2 26, 133 , 2 26 . 16? , O , 1 

01 , 227, 113 , 22? , 24 
Rti 2&08 DATA 169, 1 , 101 f ^« f 133,230, 169,0, 

101, 231,1 33 . 211,24,165, 220, 197,230,2011 

* 205,165 

MO 2*10 DATA 229,197,231,206,200*30 
UK 2620 REM L^fft jlt^ p JIB lz»f | J| j | ■ [-| [M 

GU 2630 TOR D~l TO 42 ! READ 0 i F LUSH* CD * D3 = 

t MR £ C B 3 : NEKT 0 
TL 2640 DATA 104,104,133,284,104,131,203, 

104, 111, 206, 104, 133, 205, 166, 206, 160,0, 

169, 0, 145, £«J, 13ft 
PC £650 DATA 200 , 251 , £30 , £04 , 202 , 48 , 6 , 200 

*244* 164 

OP 2660 DATA £05,200, 240,130, £04, 160, 9, 14 

5*20?, ?£ 

m 2670 RETURN 

HV 2600 R^H »I MU JKd !M :Mit j J 3* fUJiMIMM 

FJ 2090 K=U5H ffiPH (HtiUEHJJ , 57344, CBA5E, 1024 
3 

40 2/00 RETURK 

HZ 2710 REM ^»M? m \ R sK»1 ! J itl 

VK 2728 DIM MO UES O01 , FLUSH* £423 
HS 2730 LEUEL=1 

TU 2740 START-PEEK C1863 -24 ! CBASE-5TAtiT4t25 
6 ; PMB-PEEK £1063 -16 ! GRAPHICS 12+16 ■ PHBA 
5E-PHB#256 

MS 2750 M0A5E = GBfl5E+65«C0 

EG 2760 RETURN 

js 2770 rem MII^^E^H'ra^tpfc* JlMTiirm 

PF 2700 RESTORE 2630 
RH 2 798 FOR 0=0 t0 113 

GU 2000 READ BYTE : POKE NBA5E+C0YTE 
cu ZOlfl HEHT C 
AH Z8Z0 RETURN 

PR 2S30 REH f^W KtJ :M :1 4 J J J < 1 1 J imfiiraH 

HU 2640 DATA £34,163,165,149,149,143,143, 
255 

IT 2BS8 DATA 1*5*07,07,07,87,07,35,255 

WT £060 DATA 1 JO F S5 , US , 05 , , 65* #5, 255 

SP 2078 DATA 44, 44, 44,44,44,44,44,44 

CD 2000 DATA 170,05,255,51,05*05,170,05 

*CT 23*0 DATA 215,165,151,151,151,151,151* 
£55 

PO 2300 DATA 213, 213, 213, £13 , 213 ,213 , 213 . 
213 

ZJ 2910 DATA 05,85,65,65,05,05,05,05 

KK 2520 DATA 127 , 127 p 0 ? , 127 , 127 , 07 , 1Z7 , 12 
7 

MN 2330 DATA 255 , 255 , 255 , 255 , 255 , 255 , 255 , 
255 

MA Z340 DATA 170 , 170 , 1 7© , 17B j 169 , 170 , 154 , 



FR 
HU 
ML 
At 
HU 
EL 
4P 

AH 

ZO 

HO 

05 

PU 

OF 

KM 

M 

IN 

CP 
OG 
QL 
IM 
MT 
ft. 
IV 
AA 
KP 
UN 
AL 

Rti 
MM 
DO 
QV 
DN 
01 
OD 
UT 

CS 
IP 
JR 
PM 

All 
EN 

HD 

tfF 
KH 
10 
EK 
OK 
IP 
OH 

Y A 
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25 4 

Z?50 IMlTfl 163,I7O,154,106i 170,17ft,i70p 
25 5 

2960 DATA 60 , 66 ,66 , 25 5, 231 , 135,231 ,255 

2970 DATA 60,126,90,126,36,153,30,123 

2300 DA 1 A 40, 4«, 16 , &fl , 210 , 2B, €2 , 6 3 

Z330 ft EM 

1000 REM GRAPHICS 1Z 



DRAM CA^t lE ...M_EJNE 



3010 ? tt6j" 
3020 * 

r It I" 

3030 ? 
3040 ? 

h H4 f* 

3050 ? 

-* Hi t* 

3060 ? 



ao;" 
tt6; lp 
JJ6 j H 



W0i M 



r IH II- 
/H4H 
r H4 r I 

H JJ Ir IHr It tH JJ It IH- 1 



JJ l»- !► ft It I "I 

3070 ? no;" t It It IM \¥ It It It It IM IMJ I 
Ht It It It It I "J 

3oeo ? B6j»Hh |H JJJJ ft It It It It IH H^ t 
tt It It It It ft I" ; 

30?e ? »6;"/t IF K4it It It It IH^J It H4 t 

J J J J J jf | r | r ^! 

3100 ? U6;"MMMH It It \¥ It N^4t IH JJ 
J It IM It It It/'*! 

3110 ? nerVMMMH It It It itV^H" It 
It It IH It It I/": 

1120 ? tt6;"H JJJJJ IH It It It T\AdAfy IH I 
t It It IH It it n 

3130 ? «6«»K It IHH tH tUt IH JJJJ ItfH 
JJ It It IH It I/ 1 *; 

3140 ? B6;-'H |H-« ItltlH^ It lHHH IH J 
j H jjjj ih It P*l 

3150 ? 86j»p Ih r^H\Jt H-" ItltlH W 

3160 ? «6j"H l/P^H\JHHH H H J J It IH H 

3170 ? »6j"Hh r^t It IHJJJ It lt ltlHH-* 
J It P^t IH It I"; 

3100 ? B6;" 1110 

■ B M M ■ HI M 



3190 ? B6J" 
■ m m h 

3200 ? tt6 J 11 
Mi * 



■ i- 



11 



■ ■ ■ 



3210 POKE 756, CBASErZ50 E POKE 7Ofl,6rP0K 
E 703 , 10 ■ POKE 710, 4 I POKE 711,242 
3220 RETURN 

3 z i e reh mil m ymm^Amsfwnw^m 

3Z40 RESTORE 3368 

3250 F0fi D=0 TO 40 

3260 R^AI> &1P0KC 1516*0,0 

3270 HEHT D 

1260 DIT^sT-PFFK £5681 + PEEK (5611 »Z56 
32*0 P0«E DLI5T+2, PEEK CDLI5T+23 +120 
3300 FOR D^6 TO 16 5TEP 2 i POKE DLIST+D 
* PEEK f BLI5T+D1 +120 B 0EMT D 

3310 POKE DLI5T+Z1, PEEK EDLI5T+Z13 +120 
3328 POKE 0LZ5T+24 , PEEK IDL1ST +243 +120 
3330 POKE DLI5T+26, 130 ! POKE DLIST+20,? 
3348 POKE 512 , O i POKE 511 , 0 - POKE 54206, 
192:P0KE 712,242 
£358 HE TURN 

1160 DATA 72, 130, 7Z, 174, 3Z, 6, 169, ZZ, 6, 
141*26, 200, 141 , 10, 212, 23S, 32, 6, 104, 170 
,104 

3370 DATA 64 , 24 4 , 2 46 , 246 , 2 58 , 252 , 164 , 1 

66, 18, 4 , 34*14, 0, 0, 0, 6, 0, 0, 0, 6, 0 

3300 REM ■3gfli?0!titHI«Hia 

33 90 POKE 542 73, PMB 

3400 PHBASE^PHB*256 

3418 POKE 53277,3 

3420 RESTORE 3468 

343ft HEM 

3440 REH PtAVER OftTft 5T00E0 flB0¥E 

PMBA5E 

3458 FOR 0 = 1 TO I4$HEA& 6 i POKE PM0A3E + 
6,0 I NEHT D ! DR AGON-PM0 continued * 
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tJL 3460 &ftTA 30, 68, 30, 30*60,219,255,* 

GQ 1470 FOR 0=15 TO 30 i B i POKE PMBASE 

+ D i B i HEKT LflDV=PMBflS£+±5 
VR 3480 DflTfl #,*,*7, 34 > 34,63, 11,IE,H,2*j 

60,126,74,153,61, 25 
Hit 3490 FOR 0 = 31 TO 4 5 1 REM B : POKE PMBflSE 

+ 1> j B S HEKT D;NGN1=PMBA5E+31 
RI 3S88 DftTO iB4,l76,lB6,lBt,i2i, 10 

6, 40, 124, 230 , 13 B i 1 35 , AS , 1 3 B 
5V 3fcltt FOR 0 = 46 TO 53 3 READ B ; POKE PMBA5E 

+D,0tt*eHT D ! MAN2-PHBASE + 46 
OL 3528 DATA 24 , 5* , 4B , 24 , 1*4 , 126 , 60 , 24 p 30 

, 63, 43, 40, 4*, 9 6 

353 B FOR l>~60 TO 73 : READ 1 ftiPOtt Prt0A« 

+ 0, B : NEXT F ; H A N 3 =F MB A * « fl 
141 35=48 DATA 145 , 105 , 251 , 214 , 126 , 124 , 124 , 

»e, 58 * 41 , 40, 48, 48, 186 

hq 3550 ran b-74 to &gm*ea& stmi pmba^e 

*0,B;HEWT D tH*H#4 = PM0<*UE + 74 
ZH MB FATA 25, 57, 25, 4-7, 57, 124, iSS, 163 ,2 

MF 3578 FOR & = 35 TO 102 3 READ B : POKE PMBA5 

E+D,B:HEKt D : MAH5-PMBASEtB3 
HH J6SO DATA 28, 28* 4,*#, 32 ,5$, 25, 56 , 

244,13 J, A. 12 
ZA 3530 FOR D = 103 TO 116 : READ B i POKE PHBfc 

SE + D , & ; NEXT D s L A&V 2-P«Bfl5E"H*3 
IIP 36fc* 1> ft r A 24,44^36^,60,126, 122,185,10 

5, 56, 60, 124, 126, 127 
l>Y 3610 FDR 0 = 117 TO Ufc:l*£A& BsPOKE PMBA 

It i NEXT frSHAH&^PKBASE+ll? 
CD 3620 DATA 1© , 56 , 16 , 56 , 124 , 186 , IB* , A 87 ? 

120, 41, 40, 41, 40, 189 
UP 3630 F&B 0 = 131 TO 145 1 RE AD P ; POKE PMBA 

5E+D H B;H£MT D :CE¥=PMBASE+13l 
CY 3648 DATA 16 , 26 , 24 , 26 , 24 , 28 , 16 , 16 j 5 

HM 3650 FOR D=146 TO 168 ! READ B ; POKE PMBA 

3E + D , B £ NEXT D S FL AME-PMB ASE + 14& 
ON 3660 PftTA 16, S&jFt, 16,36,12 , 6 , 126, 116, 

32, 0, 92,252,234,05 
5P 3670 MAWPO5 = PMBASE + i536+157st#M=150lPOK 

E 7BG, IS SPOKE 623 ,1: POKE 5325*, 150 3 M=H 

AHPOS 

PC 36** LA0*PO5=PH0**E+ 1024+53: POKE 704,1 

26 : POKE 53240,90 
CO 3630 S>RA5P05 = PMBA^E+1792+114 iPWE 7*7, 

tfl*EPOKC 53251,120 
EM 3700 CE¥P05 = PHl3 A3E + 12B0 + 14& i POKE 705, 2 

55 ; POKE 53243,90 
VF 3 7*-* FLft«EI*(!5=frftfi<iP*^ + i4 

AU 372 B BE TU RK 

VB 373B REM ^■^WTtt:MtBli] MgilM'Llg 

NM 3740 RE5T0RE 3BB8 
KZ 3750 FOR 0-1581 TO 1671 
ZF 3760 READ B : POKE P , B 
&K 37^0 HEKT D 

HM 3700 PdKE 54?, 6! POKE 548,45 
BQ 3790 RETURN 

BU 3 BOB DATA G # 72 , 13* , 72 , 152 j 72 , 1?3 , O , 211 

,201,247,240, 7 P 2O1 F 7S1,240,15,76,86,6 
BT 3818 DATA 238 , 128 , 6 , 175 , 128 # 6 , 14A , 2 , 2* 
B , 7* , »6 , 6 , 2** , 12B , 6 * 175 , 12* ♦ 6 ,141, 2 , 28 
8 

*C 3828 DATA 173 , 130 , 6 , 248 , 23 , 16* , * , 174 , 1 
29, 6, IBS, 15, 144, 157, 5*, 14B,2ee, 23 2, 132 

i 14, 240 

JH 3330 ftATA 3* 75 , ** , * , 230 r 123 , 6 , 163 . 8 # 14 
1,32,*, 104, 160, 1*4 ,170, 104 ,40,76,33 

ZK 3840 DATA 228,120,8,0,0,8,0,0 
i_H 3B5* |> AT A 0 , 0 , & , 0 , 8 * B * B * 0 * * * * ■ ** ** * p » p 
0,0,8,8,0,0,0,9.0,0 




reviewed by Steven wi 



When Atari engineers first proposed the XF551. Atari's 
first double density, double sided disk drive, it be- 
came apparent that more than a revamped version of 
DOS 2,5. would be needed If users were to exploit the new 
power of the XF551 . Bill Wilkinson, author oi Atari DOS and 
Atari BASIC, took on the task of writing a new Atari DOS 
capable of accessing the XFSSL's 360 K capacity. 
Work on Ados, as it was then known, began although com- 
mercial considerations delayed and then accelerated the 
XF551 release date and the result was that the XF551 was 
released in mid 198ft with DOS 2.5. Finally work on Ados, 
renamed DOS XE. was completed in J an nan- 1^89 and the 
new DOS hit the shops, at least In some countries!, 

DOS XE uses memory In parallel with the OS Rom lor certain 
functions and is thus Incompatible with the old 400/800 
systems, however, one advantage is that with DOS XE residing 
entirely In memory instant access to DOS from Basic is avail- 
able. Certain DOS functions will erase any programs in mem- 
ory but DOS XE always lets you know when your Basic 
jjEo-jnmi is in danger and gives you the riiance to eorilnme or 
cancel the option. 

When you boot DOS X?: without Basic you are greeted with a 
simple main menu screen. From here, pressing a key and 
Return will take you to cither the File Access Menu, the 
Machine Language Access Menu or to the Systems Functions 
Menu. If you have entered DOS from Basic, you will also see 
an Exit to Basic option, 

All three menus have a files listing option and allow you 
to change the "working direetory ,, and pressing the 
Escape key will return you to the main screen from any 
of the menus, DOS XE is the first Atari DOS capable of using 
subdirectories which, in theory, make one DOS XE disk work 
like several disks linked together. On boot up the working 
directory is the ' Root which can contain flies or subdirec- 
tories. 

Apart from several new options which we will see later on, 
most of the existing DOS functions have been enhanced to 
]]]:fjkc ihcEEL more user friendly and m take advantage ol the 
new file management system. Where viable. DOS XE accepts 
input from or sends output to flies or devices (S: P E: or P:). 

The files listing option will ask "list to where?" after you have 
specified a source path. Press Keturn and the listing will be 
printed on screen, enter P and it wUl send it to the printer 
whilst entering , "I>1>DISKJ-[S" will send it to a file (created at 
the same time) called DISK. LIS, the contents of which can be 
seen with the View file ' option, 

The Copy files option can now work with files and subdirec- 
tories and will also verify each file name. Sec figure 1 for an 
example, It is also possible to initialize a disk in H 10 mode. 
1050 mode, XF551 mode or single sided double density, giving 
up to 360K on each disk. 

DOS XE can access DOS 2.X disks through its ' Allow DOS 
2-X access" option. To save on memory the code for DOS 2 is 
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DOS Z 




loaded only when reques- 
ted and I mm then on you 
can access any DOS 2.X 
disk by using the device 
name A: instead of D:. All 
DOS functions except 
those that use the new file 
management system can 
be used with DOS 2.X 
disks, DOS 3 has been 
left in the cold although 
Lhere Is a file called 
COPY3. XE.COM ' on the 
DOS disk to convert DOS 
3 disks to DOS XE 
format. 

The Machine Lan- 
guage Access 
Menu must be 
heaven for programmers 
and power users. Options 
include running, loading 
and exec u ting binary 
files, saving memory in 
binary format, appending 
memory to binary files 
and changing contents of j 
liAIVI, All entries are made 
in hexadecimal or In 
decimal, 

Also in this menu are the 
files listing and working 
dlrecton? options. 

In the third menu - The systems function menu, apart from 
the Allow DOS 2.X access" option, you can save a configured 
version of DOS XE, duplicate an entire disk, set current date 
and execute batch files. 

Batch files are a fast way of executing a series of DOS XE 
commands previously stored on disk and DOS XE has several 
features lo simplify their use, A batch facility allows you to 
enter several commands on one line but any options which 
require function key presses to continue; i.e. "PRESS START 
TO COPY FILES" cannot be used this way. The full stop V 
works like the escape key which moves you from a menu to the 
main screen, Also because DOS XE examines only the first 
letter ol each entry on a line you can use explanatory terms 
like Filemenu or Sysmenu instead of F or S. Commands are 
separated by spaces and finally the exclamation mark works 
like the REM statement - anything after it is ignored. 

With DOS XE you can now set the current date and it uses 
the information for the Date created and Date last modified 
stamps on your tiles. 




in mm 




You can make your own 
configured version of DOS 
XE with the SETUP. COM 
program - a binary file 
loaded from the Machine 
Language Access menu. 
With SETUP.COM you 
can create AUTORLJN.SYS 
files that Initialize the 
RAMdisk. load the RS232 
driver and autorun a 
Basic program. It lets you 
specify which types of 
disk drives you have from 
a choice of the Atari 8 1 0. 
1050, XK551. 130XE 
RAMdisk and SSDD drive 
. Atari have done a great 
deal to make sure ex- 
isting software will run 
under DOS XE by keep- 
ing memory map and CIO 
entry point compatibility 
with the older DOS 2.X 
systems. 

Software that sends file- 
names to T01:F]LE" will 
be interpreted by DOS XE 
as "D 1 > working direc- 
tory >FILE"', 

No documentation Is in 
eluded on disk although 
the elusive DOS XE 
manual is one of [fit.- best 
Atari have ever published 
witt) ample information 
for beginners and serious 
programmers, The manu- 
al gives a complete run- 
down ol" the changes lo 
the NOTE and POINT commands and the new XIO functions 
which make use of the new DOS. 

Both DOS XE and its manual were around when Atari UK 
launched the XF551 in this country. The fact that the XF55 1 
has not been available over here for over a year could be due to 
no more XF551 stock or the fact that Atari UK faced with 
threats of liability under the Trades description act [see Page 6 
issue 38!) decided to pull the plug on what is a really great disk 
drive. 

The final verdict? DOS XE is a powerful user friendly DOS. 
Its ease of use makes it ideal for those who wish to improve 
their system and firsl time buyers whilst its power features 
make it ideal for programme r s, Well done Atari f - lets see some 
more software. 

I would like to thank ATARI SPAIN for their cooperation - 
especially for the DOS XE manual and the rest of the guy s at 
Anglo Computer Club. This article is dedicated to those who 
continue to fight for the best 8 bit euer. Keep it upt 
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Is it worth buying a 
Touch Tablet? Colin 
Paine shows you what 
you can do with one 



The Atari Touch Tablet is basically a sleek grey A5 
skeLeh pad with a few extra features. It has a stylus 
which is a sort of pencil with a button on it for draw- 
ing It also has two large buttons on both sides of it which can 
act the same as. or differently from, the stylus button depend- 
ing on the program. Could it he the perfect tool for graphics.' 
At one ttme or another everyone has done some graphics 
whether for a program or fun. but to produce high quality 
graphics with a joystick is no easy feat. There are some good 
quality joystick controlled graphic designers around but still a 
lot of skill is needed to draw from life or copy. A touch tablet 
makes it a lot easier. Also your thumb doesn't ache so much 
afterwards II! 

When my Touch Tablet arrived through the post. I ran up to 
my computer to try it out. I plugged Lt into joystick port 0 and 
fixed the stylus (a pen you use to draw on it with) "Ho the back 
oi it Then 1 plugged in my Atari Artist cartridge withoul 



TABLE OF TOUCI 


H TABLET BUTTONS 


Number returned 


Buttons 


by STICK (0) 






Pen 


11 


Left Button 


7 


Right Button 


10 


Pen and Left 


6 


Pen and Right 


3 


Left and Right 


2 


All Three 



reading the manual. After a lew seconds 1 was greeted with the 
menu 1 placed die stylus on the tablet and selected Help. I 
was told that lilting the stylus of die tablet and pressing the 
button would take me between the menu and the drawing 
screen I returned to the menu, selected draw and went to the 
drawing screen. 1 pressed the button and just drew lines all 
over the screen. It was great; it followed every movement I 
made with the stylus. 

I returned to the menu and had a look at the options. The 
options were Draw. Point, Line, K-Une. Rays, Fill. Frame, Box. 
Circle Disc. Erase Screen. Storage. Magnify. Mirror. Colour 
Menu plus brush shapes, colours arid patterns at the bottom 
of the screen. After consulting the manual 1 discovered that the 
options could be selected by keyboard or tablet . 
I tried out the four different colours then changed them at the 
colour menu. I erased the screen then selected Mirror. I was 
asked if J wanted a Horizontal mirror or a vertical or a diagonal 
or an all four way' one. I choose an all four way and drew it 
was great! Then l" filled my shape with the different colours and 
patterns. Designing had never been easier. 1 then took an A5 
picture and decided to trace it. I cheeked with the manual and 
discovered that there is a sheet of clear plastic over the top of 
the Tablet 1 removed the plastic and placed my picture on the 
tablet then I put the plastic back and ft held it still so I could 
trace It without any bother. 

NOT SO BIG ON PRINTING 

I wanted a printout on my 1029. I searched the menu and 
tried everything. I even put the cursor on top of die Atan logo 



16 



Usue 49 ■ Nbv* Aran User 




X« 1 REN | i 

ZC 2 REM | A GRflPHIH DEMO | 

UK 3 REM | USING THE TOUCH TABLET | 
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U£ 6 REM I BY I 

BU 7 REM | CdLIH PAINE | 
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lift 15 C = l 

HB 2B K - P AD D L E C 0 1 * Jt 5 5/2 
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ML 40 XF $TXGKCB>=14 THEN f "Pressing Pen 
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ZJ 55 IF STICK tBJ -IB THEN ? "Left and Ptll 

buttnns EMSE u !COLOR 01 PLOT H*V 
RH GO GOTO 20 

FO 100 C-C+lIIF C = * THFB C-l 
&J 116 COLOR Ci RETURN 





1 


REM 








PF 


2 


REM 


i 




A SOUND DEMO 1 


OH 


3 


REM 


1 


USING THE TOUCH TABLET I 


NR 

CZ 


4 

S 


REM 


1 


,„,„,..,„,,,„,,,.,.„ 








Lit 


B 


REM 


! 


BV 




BV 
IM 


7 
B 


RbM 
REM 


1 




COLIN PAINE ( 








LV 


10 GRAPHICS 


B?5ETCOL0R ipBjBiSETCOLOft 




1 
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HY IS * Ai SOUH& DEMO"!? S? ! ? " 

JUST MOUE THE STYLUS"!* I? « 
ACROSS THE TAOLET" 
¥K 17 ? 5? i? 11 FOB STRANGE SOUND 11 

EP 20 SOUND B j 22B~P ADDLE £03 ,ifljl6 
GG 25 SOUND 1 , 22B-PADfeLE < £) * IB , IB 
U T 30 GOTO 2ti 



A CHALLENGE! 

Court's use qfihe Touch Tablet jbr mafc&"to random sounds gave 
us the idea, of using the Touch Tablet as a sort of musical 
instrument Can anyone write a program to read music from the 
Touch Tablet? 7ne idea would he to divide the Touch Tablet into 
jive or six horizontal bands with each band containing the stan- 
dard notes found on a music stave so thai when the pen was 
pressed on the tablet the appropriate note would sound. The 
length of the note would be determined by how long the pen 
remained in contact and harmonies could, perimps, be added by 
using the buttons on the tablet or on the pen r 

Music could tie created by producing a template to lay over the 
tablet containing blocks for each note as in the example shown. 
Readers could quite easily create templates of their favourite 
tunes and send them in for publication. 

How about it? The program should be relatively easy to write 
given the information in the two sample programs with this 
arttde. Let's hear from govt. 

Sample template for Touch Tablet Music - needs io he Ad size 




and pressed the button - I got a strange surprise! Anyway I 
couldn't find a printout option. So, I turned to my trusty New 
Atari User/ Page 6 magazines. As I illcked through them I came 
across just what I wanted in Issue 25. a 1029 Atari Artist print 
routine. I saved my picture to disk then started typing out the 
listing. Two and a half hours later 1 saved it and ran it. I loaded 
in my picture and with the touch of a button I got printouts In 
different shades of grey and in different sizes! Unfortunately 
other printer users will have to find another way because this 
program only works with 1029. 

A short note to other printer users. If you are trying to make 
your own printer dump, watch out because Atari Artist doesn't 
save Lt in the usual 62 sector form. 

PROGRAMMING? NO PROBS! 

1 am sure Atari Artist won t keep everyone happy for e%'er, it 
didn't me! So I turned to Basic programming. My manual had 
nothing on programming it nor did the several other books I 
have. [ iried experimenting and found you can access the tablet 
from the PAODLK. command. The Atari Touch Tablet has 228 
resistance pads (spots that the stylus can touch like pixels) m 
both directions making It difficult to use Graphics mode 8. The 



X axis takes its readings from Paddle(O) and Hie Y axis from 
PaddleU)- The pen and two side buttons can be accessed with 
STICK(O). Please see the table for the buttons and their num 
bers. For a small graphics demo program turn to Listing 1 . 
The Tablet doesn't have to be used Just for graphics ft can be 
used for sound too - see Listing 2. 1 am sure you can find many 
more uses for it too. Just use some imagination then wriLe a 
program on it, 

IS IT WORTH BUYING? 

Is it worth buying"? It all depends on what you want your Atari 
for. II you just want to play games then 1 shouldn't bother 
because as far as 1 know there are no commercial games for it. 
But Lf you are at the stage of 'What do ] do now? 1 with your Atari 
im if vol] have an interest in graphics then I would certainly 
recommend it. No previous knowledge is needed to get it going, 

I much prefer it to the light pen - for one thing it sLops your 
arm aching! The only drawback is, if you rest you hand on it 
while you are drawing it will take reading from your hand not 
the stylus! 1 bought it for forty nine pounds but J m sure if you 
shop around you can get it cheaper As for software there isn't a 
lot but making your own programs is not dlfflcull. 
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[] i lie first article, I looked aL the way the rooms ol the 
H dungeon were created and gave a few lines ol illustra- 
I tlve code from my MetMaiV adventure [the full listing 
for which will be given in the next article). In this 
^™ ii( Kent lire, a large (300 element) string of mostly un- 
used rooms Is created- The letter *Q* is used to denote a 
solid room (e.g.. a wall noor or ceiling), the number 0 
represents a room which Is easily passable, while the num- 
ber 1 1 1 signifies a room blocked by a "monster". 
The word 'monster" Is defined to include any obstacle 
which impedes passage into the room, it might be a fire- 
brealhing dragon, it might be just a fire, it might even be a 
room with a locked door. When the adventurer tries to enter 
any room denoted with the symbol l a message is given, 
appmpnale to the room, saying that ' something will not let 
me pass'\ or "I can t do that yet", or words to that effect. 



PUZZLES 

This introduces the puzzle element, The player has to 
commit some action which the program recognises as suffi- 
cient to overcome the "monster". When this happens, the 1 
in the room string is replaced by a 'O'- indicating that free 
passage is now permitted. 

For example, a room sealed by a locked door has a T in 
the room string. If the player produces the key, the mons- 
ter 1 - in this case the locked door - Is overcome, and a 0 ¥ is 
placed In the room string. 

Normally a "monster 1 ' will stay permanently vanquished 
once the puzzle is solved- However, some adventures (not 
"MetMaiVi cause the "monster to reappear under certain 
circumstances, for example after another 20 turns of play. 



GO COMMAND 

The GO command can similarly be implemented. A player 
can sav GO NORTH, which the program will interpret as 
NORTH- Hut GO has another, more complicated use. Sup 
pose you are standing before a building. Visible exits are 
north and south. You try GO NORTH, but you land up in a 
field. GO SOUTH takes you to a path. So yon try GO 
BUILDING - not listed as an exit - and at once you are in 
»hc building, 

There arc various ways of implementing the GO RQQM/- 



BUILDING command. The easiest is to assign the appropriate 
room (cetl) a value different from Q,l and 2 (using "Met Man" as 
the example), and make the program recognise that an attempt 
to GO to the room is equivalent to a legal move in the same 
direction- In the example I have just given. GO BUILDING 
would be interpreted as GO WEST (or whatever direction the 
building-cell lay in, separate from the visible exits of north and 
south). 

Other values can be used in the string array for different 
purposes. Kor example, characters 'a to z p (lower case) might 
call up 26 different types of HELP text. However, HELP is 
implemented differently in Met Man' , see below, 

THE RESTORE COMMAND 

The command RESTORE in Atari Basic is one of OSS s great 
boons to adventure writers (OSS wrote Atari Basic), because it 
is programmable. The RESTORE command tells the program 
which line of DATA to read in next, so that RESTORE 1000 
means read in DATA from line 1000. Much more important is 
the line RESTORE Q, which restores data from line Q, the 
value of Q having been defined by the program elsewhere 

Suppose the player is standing in room number 37, Then the 
simple Basic lines: 

Q = 37 : RESTORE 1000 + Q 

will read the data specific lor room 37 from line 1037. If we 
record a room description at line 1037. then the additional 

lines: 

READ DESGR1PTS : PRINT DESCRIPTS 

will give us the whole room description. 
But we can do even better than that! At line 1037, we can put 
not only the descriptive data for room 37, but also other data 
such as an index to the HELP text which Is similarly refer- 
enced with a RKSTORE command. Consider this sequence: 

Q = 37 : RESTORE 1000 + Q 
READ DESCRIPTS, INDEX 
PRINT DESCRIPTS 
RESTORE 2000 + INDEX - 
READ HELPS 
PRINT HELPS 

1037 DATA This is a room. 10 

2010 DATA This is help text for room 37 

Implementation of this sequence gives all the room informa 
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by John White 



Part 2 of our series on 
programming your 
own adventures takes 
us on to the commands 
needed to start to 
make things work 

tion, and provides access to the HELP text. 

Why use INDEX=10 I ins Lead of IN1)EX=37 for the help text? 
Usually you need much less help text than is required for every 
room, so this method has the potential to use space and code 
more efficiently (machine code programmers used to direct 
Indexing will appreciate the benefit better!. 

Actually, the RESTORE command is very similar to indirect 
indexing in machine code, when used In this way. 



ROOM ATTRIBUTES 

I have shown how the RESTORE command can be used to 
index room descriptions and oLher text J'or a room. It can also 
be used to index the attributes of the items in a room. A long 
list of DATA statements wil] contain the following attributes, or 
in formal inn: 

J. The movable ilern 

2, Its state 

3, Its location 

4, Its hide-indcx r whether it hides another object 
us take an example from " Met Man": 

3212 DATA BEERCAN.1 ,1 51 r 0 

When data from line 3212 Is read in its entirety, the program 
knows that there is a beercan currently in room 151. Its state 
(!) means that it can be moved (other values here might signify 
that it could not be moved, that it was too heavy to move, that 
it won't let me pass or has other special function]. The 'hide- 
index is in this example zero, meaning that the beercan does 
not conceal another object. 



If the 'hide-index 1 were non-zero, then its value would point to 
another object in the same list ol DATA. Since the object data 
items begin with line 3200, a value here of 12 would mean that 
the beerean was hiding itself, obviously an absurd conccpl. 
Suppose that the hide-index 1 had a value of 20. Then the 
second object In DATA line 3220 will come to light after the 
HEERCAN Is EXAMined. Similarly, the second object could 
point to a third, and so on. 

Until the hidden items are exposed, they are assumed to 
reside in room number ] . a solid wall which the player can 
never enter, Room number zero (0) is assumed to represent the 
player's pocket, and is also inaccessible to the player. 



CONTENTS ARRAY 

The list of objects described above tells the program where 
everything resides at the. beginning of the adventure. However, 
it would he very time consuming to search this list whenever it 
wanted to display the contents of a room. 

Instead, the program additionally keeps a list of the locations 
of each object. The arrays CONfX) and HID(X) show where 
objects are currently CONtained or HIDden. Thus, lor the 
beercan, CON[121=151. If CON{12)=0, then the player is hold 
ing the beercan, 

The list of objects held by the adventurer is revealed when the 
player types in INVENTORY (which can be abbreviated to Tj, 
Most adventures, including "'MetMan", limit the number of 
objects which the adventurer can hold at any one time. 



FLEXIBILITY 

This system of setting up an adventure is amenable to easy 
modification, Lists of DATA are set up to display the attributes 
for each room, and for the room contents: each DATA list is 
ended by ' 1 as an end-of-dala marker, so that program loops 
keep searching the lists until they find the 1' marker. 

It is therefore very easy to create a new adventure, essentially 
Just by altering the DATA statements (but see the next 
section), 



ROOM SPECIFICS 

In any adventure H there will always be some actions specific 
to certain rooms - killing "monsters" is an obvious example. 

Again, the code for this can be organised according to the 
room number, owing to OSS s considerate programmable 
GOTO and GOSUB commands, as in: 

Q = 15000 + roomMO : GOSUB Q 

Use of the expression 1 15000 ■+ room* 10' ensures that, from 
line 15000 onwards, there are up to ten lines of BASIC code 
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available to deal with the specific problems of every room, 
Usually the line 15000 +■ room* 10 will simply say RETURN - 
no action Is required;. But room-specific code can be Incorpo- 
rated where required, and this will be the hardest part to 
rearrange when a new adventure is written. 



THE PARSER 

The parser is the Input routine which handles the player's 
intended actions. Normally it will deal with two key words, a 
verb and a noun as In OPEN DOOR. 

There has been an increasing tendency in modern adventures 
to market sophisticated parsers as sales gimmicks. I use the 
word "gimmick" advisedly, since no serious adventurer will 
usually enter more than two-word commands (if you doubt 
this, look at the Tipster's page). 

The feature of a sophisticated parser is that It can handle a 
lengthy sentence, such as: 

OPEN THE DOOR THEN KILL THE DRAGON AND 
TAKE THE TREASURE. 

This adds up to eleven words. An experienced adventurer 
would say: 

OPEN DOOR 
KILL DRAGON 
TAKE TREASURE 

These are the key words which the more sophisticated parser 
would pick out of the earlier long sentence. 
Does it matter? Well, the second method involves typing only 
six words (instead of eleven). Suppose the door is locked? Then 
the second method wastes two words of typing, while the first 
wastes eleven! Clearly, use of the second method is more 
efficient for the player and saves the programmer the trouble ot 
a great deal of complex coding (see below). "MetMan". like 
many adventure programs, uses only a two- word input parser. 
It is convenient for the player that a parser should recognise 
short versions of the most common actions. Thus GO NORTH 
should be replaceable with NORTH or even "N\ Again for 
convenience, the parser should accept the first four letters of 
any noun or verb to take action. Four letters are just enough to 
convey uniqueness on virtually all words used in an adven- 
ture. Thus It should be possible to abbreviate ENTER CASTLE 
to ENTE CAST. 



IT 

IT is another addition of dubious value to some modern 
parsers. For example: 

TAKE TREAsure 
EXAMine IT 

This is quite easily coded. Store the last noun used, and 
replace all occurrences of TT with the last noun stored. 

However, it Is possible Lo imagine ambiguities when using the 
word IX especially in a long sentence, so that it is probably 
best avoided. Again, no serious adventurer would use the 
pronoun IT, The IT routine is not incorporated into "MetMan". 

CODING THE PARSER 

There are a number of ways of writing the code for the parser. 
The most important requirement is to separate the key words 
from the text string which the player has entered. The key 



words will all be separated by spaces in the text string, so the 
program has only to look for spaces and separate the words 
parted by them, ignoring the number of spaces. 

This is achieved by examining each character of the input 
string, and saving those which are not spaces as two strings, 
VERB$ and NOUN$ (the verb will always come first). 

Such a process can be quite fast In Basic if the player is 
forced to use a simple two word command sequence separated 
with a single space. Then we can write : 

100 SPACE = 0 : FOR K = 1 TO LEN(INPUTS) 
110 IF tNPUT$(K,K) = " " THEN VERBS = 
INPUTS (1 ,K-1) : NOUNS = INPUT$ (K+1, LEN 
(INPUTS)) : SPACE=1 : POP: GOTO 130 
120 NEXT K 
130 RETURN 

Notice the POP command, necessary since the program is 
jumping out of a loop. The SPACE flag tells the program 
whether a space had been detected in the input string. 

This simple program is not sufficient to deal with more com- 
plicated eases where, lor example, the player puts two spaces 
between the verb and the noun (the above routine would give 
an inaccurate result for NGUN$). Thus a better parser would 
examine every character of the input string before allocating 
the characters to VEKB$ and NOUNS. The procedure can be 
quite slow in Atari Basic, and "MetMan" uses a machine code 
routine to separate the verb and the noun. 

Playing time and program space are both shortened if all 
verbs and nouns are truncated to the first four letters, as 
mentioned previously. Two lines of code suffice first to pad out 
short strings to four letters, and then to truncate longer 
strings to four letters: 

VERB$(LEN{VERB$)+1) = 11 " : VERBS = 
VERB$(1 P 4) 

NOUN$(LEN(NOUN$}+1) = : NOUN$ = 
NGUN$(1,4} 

The parser has now managed to separate the player's com- 
mand into a verb and a noun, both of four letters (including 
trailing spaces). These are now matched with a Verblist and 
with a Nounllst to find the appropriate Action Number 1 and 
"Object Number 1 . 



VERB AND NOUN LISTS 

The next stage in the parser is to match the verb and noun 
against the legal lists for both. These will be turned into 
numbers which provide a more convenient representation for 
the action and the object. 

At Initialisation, the adventure program will compile a string 
of verbs with associated "Action Numbers' , and a separate 
string of nouns with associated "Object Numbers ". For exam- 
ple, the list of verbs might start off as: 

PUT 1GET2TAKJE2EXAM3..., 

Note that each verb comprises four letters, padded out where 
necessary with spaces. The Action Numbers provide indices to 
a list of actions which the program will take. In this example, 
GET and TAKE are deemed to have the same meaning with an 
Action Number of 2, 

A similar list provides an Object Number for the noun. If no 
match is obtained with the verb, the Action Number is zero; if 
no match is obtained with the noun, the Object N umber is 
zero. 

The Action Number 1 and Object Number' are subsequently 
used as indices to find the appropriate action for the described 
object. For example, TAKE BOTTLE might give an Action Num- 
ber of 2 and an Object Number of 5, The program then 
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SOME PRINTERS CAN 

CHILD'S PLAY. . . 




Whatever computer you tise 5 a 
toy town printer is going to 
make your printing look 
appalling however outstanding 
the content. To create the 
right impression and look 
professional you need a 
professional^ printer, 

NEC. It*s a name that 
most professionals rely 
on. Now they introduce 
two new printers, the 
Pin writer P20 and P30 ? 
specifically designed for 
personal use. 

The 24-pin printhead 
technology that NEC 
pioneered produces 
type quality of 
crisp, sharp 




^ j ^ 

s * or* 



start 




print positioning 
that personal use 
demands, allowing fine 
setting for each paper 

format* 

And there *s a choice of 
9 resident fonts from 
prestigious Prestige Elite 
to classic Courier, 
including typeset look 
proportional spacing. 
Both the P20 and the 
P30 are compatible with 
virtually any software and 
both will operate in all major 
hardware environments from 
IBM PS/1 and Amstrad 2086 
machines through all the 100% 

PC compatibles 
to manufacturers 



UNFORTUNATELY. 



daisy- wheel standard* but at 108 characters 
per second in high speed letter quality mode 
and 216 characters per second in draft mode. 

And the paper handling is superb. Built in 
push/pull tractors for perfect non-slip 
printing on continuous stationery; low tear 
ofP for paper conservation and perfect 
realignment; paper park facility eliminating 
messy unloading when printing single A4 
cut sheets. 

TheyVe even thought about the variable 



such as Atari and Commodore. 
At only £299 recommended retail price for the 
P20 and £399 for the wide carriage P30* with so 
many professional office printer features, you 
might be forgiven for thinking that they would 
cost at least twice that. But then creating the right 

impression is what it is all about. 
For samples of the Pin writer P20 and P30 print 

quality and more 
information on the 




E D 



printers either call us on 



(081) 993 9831 of fill in and 

send the coupon, postage is paid. 




The P30 3 

the entrepreneur 's printer 
atonfy £399 RRP 

IBM, Amscrad* Atari and Commodore -arr n\\ acknowledged ciademarfc:? 



Please send rnc samples of the prim quality and further details on the 

□ Pin writer I Pin writer I n ^j. 




NAME 



COMPANY i']F APP1.ECAR].F.:. 



ADDRESS 



POSTCODE 



TEL 





Computer 



P l R I P H f ft A I S 



Return to NEC Computer Peripheral^ 
NEC (UK) Ltd., 

FREEPOST, NEC House, 1 Victoria Road, 
London W3 6BR r NAU ^ 0 3 



■ 




executes the lines: 

v'GOSUB ACTION + (Action Number) * 10 

where the action for taking any object is described in blocks of 
up to ten lines, [lie Object Number serves as an Index to alter 
the contents of the arrays CON and HID, described previously, 
If the Action Number or Object Number remains zero (no 
match found) after the lists have been searched, then an 
appropriate message should be given: 

/ don't know how to VERBS something, 
t don 'f know what a NOUN$ i& 

How can the Verblist and Nounlist be searched? Turbo Basic 
contains the INSTR command, which matches the occurrence 
of any small string within a larger string So we could write: 

X = INSTR{VERBLIST$,VERB$) 

AN - VEHBLIST$(X+LEN( VERBS), X+LEN 

(VERBS)} 

(and similarly for the Object Number from the NounUst). 
This provides a fast way of finding I he Action Number and 
Object Number from Turbo Basic. However, Atari Basic lacks 
the IMSTR command, and to mimic INSTR with Basic com- 
mands makes for a very slow parser. 

The second alternative is to bludgeon the problem with the 
high speed of machine code. This is the approach I have used 
with "Met Man", with a routine which mimics the INSTR com- 
mand, and which is much the most flexible solution for general 

use. 

The third alternative Is quite well-suited to Basic, but does 
require a little thought. The Verblist and Nounlist are organ- 
ised alphabetically, and stored as DATA statements (instead of 
as one whole string) with one line of Basic DATA statements 
assifined to every letter of the alphabet. Knowing the first letter 
of the verb and of the noun, the program searches only those 
DATA statements which have the same initial letter. 

For example, consider the statement EAT BUN. E is the fifth 
letter of the alphabet, B' is the second. If the Verblist starts at 
line 10000. Lhen all verbs starting with letter E will be stored 
as DATA at line 10005. Thus the program has only to search 
line 10005 for a match. Similarly, If the Nounlist starts at line 
1 L0O0, the program has only to search line 1 1002 for a match 
with BUN 

This method was illustrated in Peter Dean s adventure 
'Klephts Castle ', printed in New Atari User. Issue 34, July 
1988. 



COMPLEX PARSERS 

Sophisticated parsers, for those still interested in them, re- 
quire more planning. Each of the many words of the input 
string is matched with the Verblist and Nounlist in that order. 
Any words not matched at all are simply ignored . At the end of 
this process, the string should have been broken Into a series 
of commands: 

VERB! NOUN1 VERB2 NOUN 2 VERBS NOUN3 

Each sequence of VERB -NOUN will be Implemented separate- 
ly. 31" a noun precedes its verb (counting in pairs from the 
beginning), or If a verb /noun has no matching noun /verb, 
then an error should be given at that point, after all preceding 
verb- nm i n combinations have been executed. 

For example, the input command: 

OPEN THE DOOR TUECN KILL TE IE-: DRAGON AND TAKE 
THETREWSURE (sic) 

will be evaluated as : 



OPEN - DOOR (executed) 
KILL - DRAGON (executed) 

TAKE - ?7? (no match in noun list, last line not executed). 

Note that if TREWSURE had been spelled TREASWRE> then 
the sentence would have been executed in full, since only the 
first four letters are required of a noun (here TREASURK). 



MESSAGES 

Once again, a general method should be used to create 
messages. Programmers in machine code will be familiar with 
the technique. When a message is required to be printed, the 
appropriate "message number" [MESSNO) is used as an index 
to read the 13 ATA. The Basic RESTORE command sets the line 
of DATA to be read, and a general routine prints the message. 

For example: 

(MESSAGE LIST = 25000: MESSNO =10) 
RESTORE MESSAGELIST + MESSNO 
READ MESSAGES: PRINT MESSAGES 
25010 DATA This is a message. 

THE MAIN ROUTINE 

The main routine of "MetMan", which loops continually until 
the adventure is completed or the player runs out of turns, 
looks like this; 

GO SUB INTRODUCTION 
GOSUB SETUP MACHINE-CODE ROUTINES 
GOSUB INITIALISATION 
100 GOSUB ROOM-SPECIFIC DATA 
GOSUB ROOM DESCRIPTION 
GOSUB ROOM CONTENTS 
GOSUB SHOW EXITS FROM ROOM 
GOSUB PARSER 
GOSUB MOVE PLAYER 
IF too- many-turns THEN EXIT 
ELSE GOTO 1 00 

(Note: the above is a stylised version of the actual code. Do not 
attempt to type it into your computer.) 

THE POP COMMAND 

Whenever a subroutine is entered, or a FOR- NEXT loop is 
executed, a Basic software stack is loaded with the address to 
which the program must return. If the programmer Jumps out 
of a subroutine, or out of a loop, then the stack will not be 
cleared of its last entry. 

This can cause a number of problems. Firstly, the stack may 
overflow with uncleared entries, causing it to reset with unpre- 
dictable results. Secondly, subsequent RETURN or NEXT com- 
mands encountered may cause the wrong re-entry point for 
the program to be taken from the Basle stack. 

The way to clear an unused stack entry in Basic is with the 
POP command (see example given above). 1 have mentioned 
This since many programs listed in New Atari User do not 
appear to make use of this technique. 

Incidentally. It Is very bad practice to jump out of a sub- 
routine even with a POP command, since you have to be very 
careful not to GOTO the middle of another subroutine with 
potentially disastrous results. Nevertheless, use of the QUIT 
option from "MetMan" involves a jump out of a subroutine with 
a double POP command In order to illustrate the technique. 
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XL/XE ALIVE 

8-BIT ATARI SOFTWARE BY MAIL 



DISKS 




TAPES 




Ril L HI A7FH 




ARK JINOin 




unUHIDLCa 1 J!-..? 




A2TFP CHALLENGE 


I . w 


HHM AIM OF THF UNREAD 




THF TAII OFFFTA LYRAF 

1 1 1 1_ 1 MIL. \Jf U I— 1 rl ki 1 rl.TT.fc 




HOME FILING MANAGER 




BMX SIMULATOR 


2.99 


INTERNATIONAL KARATE 




COSMIC PIRATE 


2.99 


JUNO FIRST 


3.99 


CRYSTAL RAIDER 


1.99 


JEEFERS CREEPERS 


350 


DAYLIGHT ROBBERY 


I QQ 
i , j j 


KICK OFF 




DESPATCH RIDER 


1.99 


MAXWELL'S DEMON 




DIZZY DICE 


2.5G 


MERCENARY 


4.99 


EXCELSOR 


1.99 


O'REILLY'S MINE 


4.99 


LAST V3 


2.99 


MY FIRST ALPHABET 


2.99 


NINJA 




ONE ON ONE 


3.99 


ONE MAN AND HIS DROID 


1 25 


QUASIMODO 


3 . 


ROGUE 




SEA BANDIT 


499 


RED MAX 


2,99 


SUN STAR 


3.50 


SPACE LOBSTERS 


2.99 


SPIN DIZZY 




SPOOKY CASTLE 


1,99 


VOODOO CASTLE 


399 


S-W.A.T. 


250 


VlSiCALC 


0.99 


"THUNO€RFOX 




ROM CARTRIDGES 




DEFENDER 


6.50 


DESERT FALCON 


6.50 


EASTERN FRONT 


630 


FIQHT NIGHT 


6.50 


FOOD FIGHT 


8*90 


FS2 


19,99 


JOUST 


6.50 


KAB OOM 


2.0(1 


MONSTER MAZE 


6.50 


P ACM AN 


6,50 


PLATTER MANIA 


6.50 


PILOT PROGRAMMING 


11.99 


POLE POSITION 


6.50 


TENNIS 


6.50 



MANY MORE TfTf.tiS -h VAH.AfiU- - SEND SAE FOR FULL PRICE UST 
XE CONSOLE 27.50 Various Second Hand hardware 



XL/XE ALIVE 

13, ST. ANNES AVENUE, 5TANWELL, STAINES, MIDDX TW19 7RJ 

Tel. 0784 255894 



r~ Gralin International ~~ ' 

1 1 Shillito Road, Parkstonc, Poole, Dorset BH12 2BN 



Scott Adam 8-bit Books 

Adventures 1-12 I Mapping The Atari: Revised Edition.. £24.95 1 



Your Atari Comes Alive £19.95 

| Programmers Reference -Guide 

I For Atari Computers £19.95 I 

Using Newsroom £ 1 9 . 95 



Special Offer 

Newsroom DTP 

Only £9.95 | [P^o£jI^oj^^^ 

| uTDoubler ' Alari 8-bit 1M Memory Upgrades! 
. 1050 drive eohanc&mem I XL or XE version £49.95 1 

£14,95 requires memory chips 

&7hFmnFoTOer(DT.Z.^ KvT] rFliih~Si^ulato7ir 

Conv cits, different graphic fi Le formals £ 1 9 .95 

'Magniprint 11+ (D) mm ,,,£24,95 'r— ^^>tt — — — i 

Prints graphic files uplo wall size posters Column 
= = = — = = = = = = == =J| Hardware Upgrade 

V r i n Ll 1 r Co nnection £29*9 5 ' with WP & co trims s/w 

Plug in and go parralld printeu interface £22.95 



Educational Cartridges ANTIC software, magazines and 

Alf In The Color Cavgs/Alphnbei Zoo/ _ mg^^sj^^vaUabte 
Delia Dra wing/Facem»ki^/Fr m i un 
I Fever/Grandma's. Hoyse/Linking Lojgi 



I 



Come and meet us at the 
34th Longleat Radio Rally 
30lh June 1991 



_£l_l_ea / £31 ,50 for 3/£60 for_6_ 
SAMS Service Repair Manuals 

I mmimximuxE £24.95 ea 1 iVc^r; — _t~ ~ r,--i 

lOSOdi* drive £24,95 E° Vf?*** ' ^l ll 

j I Atan Lighi Pen £1 9.95 



P&P/ Handling Charges 

£l ,50 for ciders less than £50. (K) 
Iiems marie ed \ £2. 50 per item 
Overseas extra / Checks & PCs only 
Send SSAE far catalogue 



Visicalc (D) £7.99 

I Superbase 123 (2D) ..£59.95 
^MSIC Compiler (d) ...£6.99j 



SAVE/LOAD ROUTINES 

A useful feature of any adventure is the ability to SAVE a 
part- completed game - usually before attempting a highly 
hazardous attempt to waken a sleeping dragon! - and then to 
LOAD (or RESTORE) the game previously saved. 

In principle, part- completed adventures can be saved to a 
cassette, a floppy disk or to a RAM -disk [ 1 30XE models only). 
Cassette saves are slow, but are naturally Indispensable to 
those who do not have disk ik ivrs. S;ives to the RAMdisk are, 
in my opinion, undesirable since a SAVE command is a deli- 
berate operation for which speed is not. essential. Therefore the 
RAMdisk loses its only advantage over the normal disk drive, 
while retaining Lhe disadvantage that an accident, such as an 
interruption to Lhe power supply, will result in complete loss of 
the game which had been saved . 

It is only necessary to save current data for the adventure in 
progress to a disk. ]t is certainly not necessary to save the 
adventure itself! "MetMan" includes the save and load facility. 

IN CONCLUSION 

This article concludes the basic (in both senses) programming 
techniques needed for an adventure. Trie article in the next 
issue of New Atari User will give the lull Basic code for "Met- 
Man". and a fourth article wUl describe advanced programming 
techniques. 



SCOTT ADAMS 

ADVENTURES 

from FACE 6 



PIRATE ADVENTURE 

"Vo 1 1 h i lm ;iitd ik Isi.nh nl i urn Vuu'll meet up wilh. the pirate and ti is daFTy bird 
along wilh manv *1run|ft niphls us >■«! ullrmpl ¥" f riMI1 ? HI < ir 1 wh^ym fl;tt 1hi Tr^surf 
IsliimL. r;in hw recuHrr Lung Jfthn Silver's luM treaHjrw? Hippy ?iuilin|£ niulci. Sc<H1 
Adams Cirapliic Advenlnrr ff2 brimrgs thjhj u suptrh Ke^innc-r"s lex el jicKeniurt <inti|i 
hKIl graph ii.'h and ideal for all nuts 

THE COUNT 

Mi' hen 'h the lime ym a>vcjke in an antique braw bed in a dank, dnulale easllu'.' IT 
}uur ansHtr is "iKvtr"' yn\\v num- u\ I In- li^JM pine! This marvellous (krthic 
Advenlurt; will esrorl uiu inlo che weird linp nnrld iif u certain uiill-knu^'nTrarisylvaniun 
ccjunl, S<i>ll Cir4jphi<- Aihi-riCiirr #5 is j V[" "de i ..ilr IfYel adventure ideal far those 

whu hnse had a little experience. 

VOODOO CASTLE 

The Cuuril aF MunLt Oihto repose* in a coffin in his mush Cristle. uw^iitin^ an uble 
us&isl (rum urn U> remise I tie nirst chaii hind- him I ■■- nun-ILfe. Is he dawn for the Count 
for good, or can you help? <ja.lhcr Your rabbit's foolund prepure to step thr»uKh the 
;mli M I %iKidun Liislle! SL'utt Adams (iraphii id venture fl-( i^ a Miwifrjtu level 
adventun 1 ideal Fur thwt who have bad u littb 1 L^prHuiK^, 

STRANGE ODYSSEY 

At tat- ii.dlj\v n s rim, there ire rewards apleotr to hi: harvustud Irum 4i lunK-deyrl iilien 
tivili^ulioo. Fjibuluos Ir^iisorfs ... iliIt-^ihitJ I i'l^i ihHul if s far beyond human ken ... All 
1his and more awaits the bru^c ^lilaelk Adventurer, Hul will yoo Int- iifilu lu rvunrr 

1 1: i' \l r;i in L return home? Prepare vDiirseLI tur a. Strange Odyssey! Seo41 Adams 

<jraphk' Adventure is a Moderati level adventure. 

DISK ONLY - JUST £7-95 each 

4 )ril£tf flf04tli 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDR 
Telephone 0785 213928 

Access, Vi^a or Switeli orders welcome 
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PERSONAL 
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Do you ever have occasion to require a BASIC program 
to load and run automatically on boot-up? Would you 
Like the READY prompt to be replaced by vmir own 
message while trie program is loading? Would you like your 
disks to display some personal message while booting? This 
program will give your disks a little more flair - for a more 
professional appearance. 

The program is essentially in two parts. The first part creates 
a message to be displayed while the disk is booting. When the 
computer boots from a disk, the data in sectors 1 -3 is read 
into memory arid the acted on to activate the boot process. 
However, the information on sector 3 is not used, so this sector 
can be re-written for some user application, (such as our 
message] , Two pointers in sector 1 are changed to invoke the 
application. 'Hits is economical programming at its best as the 
application effectively uses no disk space! 

The second part of the program creates an AUTORUN,SY3 file 
which will load and automatically run a BASIC program. An 
optional message is displayed while the program is loading, 



TYPING IT IN 

Type in listing 1 and save it as AUTOLOAD. BAS. Cheek the 
listing with TYPO 3, as errors in entering the data statements 
will have unpredictable consequences. 



USING AUTOLOAD 

Run AUTOLOAD. BAS and you will see a brief explanation of 
what the program does, followed by a menu of two choices. 
Choose between (1) the boot-up message or (2) that message 
plus an AUTOBOOT BASIC program with a further (optional) 
message. 

After selecting from this menu, you will be prompted to insert 
the DOS 2 or 2.5 formatted disk, con Lain in Li DOS. SYS, on 
which you Intend to place your message. Note that the new 
AUTORUN SYS will replace an AUTORUN.SYS which may 
already be on your disk. Press START when you have placed 
your disk in the drive. 

If you had chosen [1] from the menu, the screen will clear and 
you will be prompted to enter your text. Up to 36 characters 
are allowed and a template is provided for typing, as a guide to 
the length of your text. Typing is in lower case, so press SI IIFT 
for upper case as required. You can cause a blank screen on 
hoot up by simply pressing RETURN without typing any text. 

You will then be asked for the background screen colour. 
Valid entries are 0-1 5, and numbers outside this range are not 
accepted. Then enter the background luminance: here 0-4 are 
the valid entries. You can experiment with different comblna- 



Peter Kirton shows you 
how to create your own 
boot-up messages and 
autorun Basic programs 



tions of these two values to arrive at the screen colour which 
you find the most pleasing. 

After entering your text and colour choices, you will be kept 
Informed while the computer goes about adding changes to 
pointers in sector 1 and building a new sector 3. If you had 
entered [1) at the earlier menu, the program will end at this 
point. When booting from this disk, your message will be 
displayed, centred on the screen, In your chosen screen colour, 

If you had chosen (2) from the earlier menu, after the boot 
message set-up has completed, the screen will clear again. You 
will be prompted for the name of the BASIC program you wish 
to autoboot. Enter the full file name plus extender, but don't 
add Lhc "D:" prefix (the program will remove it if you do). 

You will then be asked to input the text you wish to display 
while your program loads. Again, you are allowed up to 36 
characters and a template is provided as a guide, The text, will 
be centred when it is displayed. Simply press RETURN if no 
text is required. The computer will keep you Informed as the 
AUTORUN.SYS file is created and written to di.sk. 

All you have to do now is to ensure that your BASIC program 
is on the disk to which you have Just written your displays. 
Re-boot to see the effect. Notice that the computer no longer 
says "READY"' when it obviously dan t be due to program 
loading in progress. 

Acknowledgemen ts: 

The routine for auioboviing a BASIC program is based on a 
program fri ANALOG magazine f#30, May 1985}, written by 
Chet Walters, This routine prints "RUN D:PROGNAME r EXT > 
(where "PROGNAME.E2C1" is replaced by your filename) on the 
screen, then puis the Atari into forced read mode to execute the 
cow u\ land, Tfiese commands are not seen as the text luminance 
is set to the background luminance. The original program then 
replaced the "RUN D:" with "LOADING" and reset the text lumi- 
nance so thai "LOADING PFOGNAME. EXT could be seen. My 
modifications allow a neater (centred) and more flexible text 
displays 



^4 Iss^e 40 - New Atari User 



AUTOBOOT 



EX 1 REM tllli UIHI I IIIUUUHIlHim i JlUilUJUJI I I I HI iilUB ta 

RA 2 HEM tt OESCRIPTIUE AUTOBOOT » 

61 3 REM H: by ** 

MM 4 REM U Ppter kmttm tt 

HC 5 REM tf It 

HC 6 REM tt MEN ATARI USER « APRIL ' >1 8 

F* 7 rem i hhihiihii ii i i i t it rtmt rrmnimn i it it i i umm i m 

HH S REM 

TO 10 DIM 0|irFER$ £1201 , JSRDH5 £53 , ANSSCll , 
HES5AGE$ 

¥E 11 DIM PART 1 $ £ 5 0 3 , P ART 2 £ E 2 1 3 ,P ART 3 5 C 7 @ 
3 P F***fl5J , Of CIS) ,ftUTORPH$flSai 

HP IE BUFFEft $ C 1 3 — " " : BUFFERS C12Q3 =" "iOUF 
FEftS £23 -BUFFERS 

HE 20 GOSUB 1800 

NR 25 POKE 7H, IS RESTORE 40 

OF 10 FOR H~i TO 5 ; READ B J J5RDH$ CM , H J ^CMR 

9 CO) i NEXT H 
SR 40 DATA 104,12,83,22^,% 
KF 45 COSUB 125«;GGSUP 1200 
CIR 47 REM 



Hodify sectors 1-3 for BOOT hp? 



ffi 41 ? "("i? :? "Changing pointers in Se 
t tor ttl." 

IA 50 ADDfi-ftDR £BUFFES$1 S BUFHI=INT (ADOR/25 

OJ ? BUF L 0 ™ APQR - < B UF HI*2 S0> 
vf 00 DC0^76tt;POKE OCO*! , 1 ; POKE frCB+2,02; 

POKE DCB+4 , BUFLD 3 POKE # BUFHI 

OH 70 POKE DCB+2, 52 : POKE DCB + 10 * 1 I POKE DG 

■+11,0 5 50 SUB IBB 
QH 75 BUFFERS CS P S J ~C HR$ (83 i BUFFERS fS # 9) =C 

HR* IOJ 5 PRICE PCB+2,»7 

TP SO ?■ f? "Hritino the new Sector ttJU"t« 
OSUB 150 

HU B5 B UF F E R £ E 1 1 Bi l BUFFERS £1201 =* - M !BUF 

FER£E23=Q|1FFERS 
BD ?0 POKE DCB+lti ,3 : POKE DCB+11,0 
BH « ? e? "Creating a new sector S3. 11 

LH 100 PE5T0RE 146 0 IFOR 1 = 1 TO 70 r R E A D A; 

BUFFERS CI1 -CHRS EA3 J NEKT I 
RQ 10S BUFFER$ILERC»tlFFEP£}+jkJ=MESSA«$:B 

UFFEG* fLENCftUFFERSl+M =CWW* £1553 
UA 110 BUFFERS C24 F 2 43 -CHR* ELEN E»SSAGE$3 3 
HO 112 P=40-LEH f MESSAGED : P"TNTCP/23 fBUFF 

ERS C38 , 383 -CHRi CP1 
VE 115 BUFFERS C2 J # 2 St -CHftS f COLOUR! 

ak JL5E0 T :? "Mr i ting the new sector 

F*R 140 GOStlO 158; GOTO 170 
BU ISO D ~ USR EADR fJ5RDK53 3 
ZW IBS RETURN 
JI 170 POKE 732,1 

TE ISO 7 j? s? |* " MOdifica 

t ion complete" 
1_L 1S2 ? :? St " frisk Will boot V 

ith " 

KM iS3 POSITION It- EINTELEN C ME S 5 A GE 5 3 / 2 3 3 

,»!? CKftSEJ*) ; MESSAGES; CHRS £343 
CH ? :? 11 displayed 11 

YT 185 7 I? IPOKE 752*0 
LU 190 IF CHOICE-1 THEN END 
GO 195 POKE 752 , 1 : POKE 764,255 
M POSITION M [ 



Press J VI 



continue - , . 



01 1*7 IF PEEK<7&43=£55 THEH 117 

KH 1?B POKE 764,255 

RT 2BB G05UB 13B8 

IF 27S REH IHJJA^mfltfrlrHrifcVjd 

Efl 260 t ir.it "Generating rt LJT ORUH . 5 Y5 fi 

KD RESTORE 1S»0 

IA 305 FOR 1 = 1 TO 50 : READ A E P A R T 1 S CI H 1 3 = C 

N RS C A3 ! NEK. I X 
DO 31B PARTIS C10, IB* -CHR* * 32+LUKJ 
LH 3^ PAftTIi <i> "CHR$ C03 iPnRT£^ =CHR$ ( 

03 ! PART2S C23 -PAR T 2 $ 
ZH 3Z5 PART2S Cl* 13 -CHR* £361 >PARTZ$ 12 * 23 =G 



HRS C263 

ES 330 FOR 1=1 TO L E N C F N 5 3 ! PAR T2"?C2 + I,2 + I 

J =CMRS{A5C CFNS CI t 13 3 -323 1 REfft I 
RA 335 FOR X-l TO 70 ! READ A S PART3S £J , I 1 =C 

KN$ IAJ 1NEKT 1 
RU 340 FOR 1=1 TO LEN <M€ S 5 AGE53 
VII 345 A5CI = A5C CHE55 AGE* £1 „ II 3 
CC 350 PART35 £32+1, 32+1? -CHR$ CASCI- <52*t C 

A5CI>313 AND f A5CI073 3 3 + 164* £ A5CK32 3 

3 J 

C 5 355 NEK T I 

FI 360 PART3S £11, 113 =CHRS ECOLUMH) 
CH 4B0 AUTqNttM*^PARTl*i AUTORUN* CLENCAUTOE 
UH$ > +1 1 -PART23 E AUTORtili$ CLE* * AWT ORUNS) + 

UM 4«5 ? :? "Hriting the AUTORyii,5Y5 file 

■ 

OC 4IO CLQ5E ttl 'OPEN ttl , S , O , "P ^ AtlTORUN , S¥ 

S" 

EH 420 FOR X=i TO LEN CAU TORtlHS> 
JC 430 P-ASCCAUTORBM$CX r I> 3 
OL 440 PUT H1,P 
GE 4SB MEKT 1 
LM 460 CLOSE HI 

VJ 500 ? J ? " Your disk now contai 

ns #n vp 

EI 510 7 "AUT0RUN k 5Y5 file Which Will boo 

t M 

EU 526 ? FH*3 ,P and will display 11 

UF 525 IF MESSAGES- 11 11 THEN MESS AGE$ = "no 

neiit^t 11 : L=15 
ZE 930 POSITION L,t>j? MESSAGES 

540 ? "while "jFH^" fs Ip^diiifif," 
OE 550 END 

GL SSf REM liliMi lJklMal^ TlMAMlJJ 

MS 1000 ? M R M !? J? " This proora** will a 

litiw you to 11 
ue 1010 ? "display a Message such as a di 

sit" 

CT 102B ? "title while the disk is boot in 
g. It" 

KT 103* t "gives nou the opportunity to 11 
OH 1040 T "personalise uour disks," 
BB 1B5B ? : ? 11 An extra option allows: yq 
u to" 

VG 106O ? 11 AUTOBOOT a BASIC prograplj and 

to have" 

JL 107B ? Rl a second mssagt j for exanpie^ 
UZ J.000 ? "'Losing ProgriH HiMt.... T i di 

splayed" 

OE 10?0 ? "while the program is loading-" 
HA 11BS ? s? it ** Your choices are?-" 
EC 1110 ? i? " l. Message on boot-up 

on I 

vo 1120 f " 2. Autoboot basic progra 

DS 1130 POSITION 10,21:7 "Enter choice,, 

: INPUT CHOICE 
ZH 1140 IF CHOICE <0 OR CHOICE>£ THEN f CH 

R« CZ533 : GOTO 113 0 
All 1150 RETURN 

KH 1191 REM I ;Mrl ^TiJAfr L U ntTttQ 
HA 1200 ? POSITION 12,1:? M | 



ID 1201 POSITION 2j?t? "Enter your* Messa>9 

e £36 chars nax)";POKE 782,0 
KR 1202 POSITION 2,10:? " 



":REM 36 underline 



ZZ 1205 POSITION 1 , 18 i INPUT MESSAGES ! POKE 
782,64 

LO 1216 FOR 1 = 1 TO LEN C MESSAGE 5 > : IF HESS A 
GES £1 j IJ-"-" THEN POP : MES5AGE$^KESSAG 
Etui j 1-13 S GOTO 1220 

continued ■ 
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PERSONAL 

AUTOBOOT 



Ftf 1215 HE HI I 

BK 122* PO^IfXOM 1,13*? •■Enter scretft col 

our tfl to IM":mPUT COLOUR 
UP 1225 IF COLOUR <» Oil C0L0tlH>15 THEN ? C 

HR$ C7S3J 2 GOTO 1226 

i n i2ie posum* i.iSi? "Enter screen ium 

inane v 10 to 41 11 : INPUT LUM 
Alt 1235 11= LUM<B OH l_UM>4 THE* ? CHR*C253 

3 ; GOTO ±250 
ZG 124fl C0LOuft-t0L0tlH^16 + LUM 

BJ 1**5 BETU RM 

BH 1/4^ REM h MM AMU MI I iMiliMrliF 1 ltd 3 

HP 1250 POKE 752,117 S f !? I? " I* 

FORMATTED frXSJC Iti &RIME 1** 
EE 126© f t?" Press axjJH when ready 

■ i 

■ i i 

Ok 1265 IF PEEKtS32793 <>G ™E* A^ 65 

UU 1Z7S POKE 752 j »i»ETU fiW 

II 1295 «EH Mlli.1iI.MMilMIJ-J H M..tJr-|*fc MMllJtl 

RH 13B» ? »IS»SPOSITIOM 4,1-' "I ■ — Mil MM 



Iran selection 



wi 1305 position ia a 2t? "I 



FT ill* ? i? !? "Enter name fif BflSXC prog 
rart to" 

EO 1315 7 "AUTORO0T "JiPQKE 752, 0 3 IMP 

UT FHS 

I H 1320 FOR I=± TO 3;IF FM* tl , 15 ="* " THEN 

FM* = FN$ tI + l F LEHEFHS3 3 :f*OP 1 NEHT I 
RK 1325 ftS = ,, D! l, f»S t3J-FN$ 

uc 1330 * :? :? "Enter Message to display 

while" 

ru 1332 * "loading ";rii£x? :? "XaHHECK i 

f no wssifle" 
MU 13 35 POKE 7*2,8 

LE 1340 7 " — - ■ 



" ! REM 36 underlines 



DM 134& P05I1ION 1,14s IJUPUT ME5SAGC* 2 P&KE 

KC 1347 IF HCMME$CJL THEN MESSAGE 

" £ GOTO 136* 
Eft 1359 FOR I-i TO LEW ftfE5SAGE5l I If ME55ft 

CE* it j. I J -"— " THEM POP ; MES5ft6E*=HE55fl<; 

E$C1,I~1) % GOTO 13fi« 
GE 1355 MEHT I 

AFT 1360 L=LEHCME5^0£ESJ !L=IHTiC4e^LJ^23 

1365 GOLU*«-1Z0 + L 
n* 137« RETURfc 
BN 13^9 REM i A lil 

XS 1400 DATA 1^2,0 * 169, 11 j -66* 3,165 h 7ft 
t 157,60, J i lt9,0,157,6^#3.16^,e 

KM 141* DATA iS? , 73 , 3 , 16? , 31 , 157 , 72 . 3 P 169 
, 0* 141, lfflj 2 F *69* 10, 133*64 

LH 1*20 ft AT A 163 j 5, J-33 , S5 m 16* , 1 » 141 , £40 , 2 
, 32, 06,*Za, 16*, 0,133,04,169,0.141, 240, 

TO 1430 DATA 141 , 7 , 7 , J-M , 7 , 141 # B * 7 , 7fi , 20 , 
7 

fp 14^9 aem kl ' I l J ] : I r h M A* W iEM^ 

KT 1500 DAT* 255,266,0,6,13^,0*160,150,16 
2 , 32,142* 197 s 2, 147 F 23,208, 142 

4£ iSl* DATA 240, 2, 109,28*6, 145, BQ, 416,20 
2,16,247,1s*, 13 ,141,74*3,^6 

AH 1620 DATA 56 , 2** 63 , 51 , 5fi , * 17* 22 , 16 , 1 ? 

P 9 f 26*BB*S3*4B>1 
UM 163S DATA 184 , 141 , 65 * 6 IBB , 170 , 146 * 68 , 

tftO,l«, 125,144,4,109 
VL 1540 DATA 97 , 6 , 232* 192 , 150 , 2B6 , 241 , 169 

,12,141,74,3,109,16,1.41,197,2^6 
MM 155B DATA fl*0, 0,0,0,0,8*0, 6, O,O,0,OpB, 

0,0*8, 8, ft, 0,0, 8,6, 0,0. 0.6, 8, 8,0,0 
TO 1560 DAI A 0,0, 0,8*8,0,0, 0,0, 228*2,227, 

2,6,6 i 



WARGAMES 





BATTLE 





Michael Ingham tries 
his first sea battle and 
discovers it is not as 
easy as it seems 



The complete simulation of World War 1/Wurld War II 
surface battles in the Atlantic is the claim on the eovrr 
of BatQecruiser, the companion to Warship which 
deals with WWII surface battles in the Pacific. Neither Includes 
submarines or aircraft which does put a limit on the degree of 
historical accuracy in WWII when few naval encounters were 
not Influenced by aircraft, land-based or carrier-borne. 
Here 1 must confess that my wargaming experience, tabletop, 
boardgame and computer, has been entirely on dry land ex- 
cept for Silent Service, so I waded through the 32 page manual 
and was rather puzzled. I had noticed that the player options 
inelude the computer playing both sides, so I loaded the WWII 
disk, picked one of the scenarios and set a long delay length as 
previous experience of SSI games had shown that otherwise 
text messages flash by too quickly In an unfamiliar game. Then 
I set the computer to play itself, sat back to watch - and ended 
up completely battled. 

FIRST ORDERS 

What I saw was something like this. At first, nothing much 
seemed to be going on: the eui^or would periodically run akmfi 
a line of rather blobby ships : while a text message "ORDERS 

[O} ' appeared at the bottom of the map. Eventually, 

another message "Enemy ships in sight" and then things 
started to happen: the cursor jumped about all over the place 
sometimes on a white blob, sorry ship, sometimes on a blue 
one. Meanwhile, messages similar to the following, quoted 
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A 




from the manual, would appear: 

BB under fire from 16/45 guns 
Accuracy: 1 /38 Pen 20 2 
Bell hit* 

Primary turret hit 
'Ints is interpreted as "the ship under the cursor is a battle- 
ship under fire from a turret, of 16/45 guns, each shell has a 1 
in 38 chance of a hit. the shells have a horizontal penetration 
capability of 20 and a vertical one of 2. The ship firing has 
secured two hits, the first penetrating the belt armour Indi- 
cated by the *, while the second bounced off the armour of a 
main turret. 

This sort of thing continued for quite a while with varied 
messages including torpedo attacks and a couple of "CL 
sinks": Lhen GAME OVER and a score shcel of losses mid 
damage, and finally a points total for each side. 

CALL THE EXPERTS! 

IL took a chat with an enthusiast of naval tabletop games plus 
the invaluable help of 'The Electronic Battlefield"., in which one 
of the best chapters works through the early stages of one of 
the WW [ scenarios, before I appreciated what Battlecrulser 
really can do - and what the snags really are. 

First the good points, the package does enable you to con- 
struct a very wide variety ol" Simula Lions of Lhe kind played on 
a tabletop with model ships - without the need of a real 
armada of models [expensive, and all that painting!), without 
the paraphernalia of rulers, dividers, dice, etc- and without 
Lhe need for two other people of like interest, one opponent and 
one umpire, who have the same evening free. 

The battle area can be open sea or can have coastal strips 
and/or islands. Different kinds of engagement are possible: 
Axis or Allied Transport, a convoy action In which the aim of 
one side is to get their merchant ships safely off lhe appropri 
ate edge of the map: Axis or Allied Bombardment In which one 
side scores points by getting combat ships off the correct map 
edge and Battlellne where the points come from sinking or 
damaging opposing ships. Note that in WWI the German Navy 
is called Axis and the Koyal Navy Allied; In WWII German or 
Italian ships are available to one side and British or French 
ships to the other. 

Either a computer selected fleet can be used or you can pick 
your own of up to twenty ships. It is not a limitless choice 
though, every ship "costs"" a certain number of selection points 
ol which you have a limited budget set by the type of game and 
the handicap level chosen; obviously, a powerful bauleshlp 
"costs" many more points than a destroyer. The date, which 
yon can set, also limits choice as ships are not available before 
they came into service historically. Ships can be modified and 
renamed, so that if you have, for example, Janes Fighting 
Ships of World War II to hand, your fleet can be highly 
accurate. 



When the fleets have been deployed, orders can be given to 
individual ships or ships can be grouped tn divisions and 
orders given to a whole division. The computer then takes over 
the tedious part of tabletop battles doing the calculations of 
rate of movement, rates of turn when a change of course is 
ordered, and the even lengthier process o I what happens when 
a salvo is tired > which normally needs much dice throwing and 
consultation of tables. The battle can be paused every two 
minutes of game time to allow examination of the condition of 
your ships and to issue fresh orders if required, 



SNAGS? 



Looks fine, so what are the snags? The first minor one is that 
it is assumed that the playerts) have some idea of how different 
kinds of warship were, or should have been, handled i.e. where 
do you put battleships, cruisers, etc. in relation lo one ai to I her, 
A couple of pai*es in the manual on naval tactics would not 
have gone amiss. 

The second and major snag is what caused my Initial mystifi- 
cation and comes from the relationship of the gun ranges 
involved to the size of the screen display. The battle area is a 
60 x 60 grid, each square being 1000 yards across; the screen 
display is a 20 x 10 section of the grid. Battleships carried 
guns with ranges of 40,000 yds. and" though engagement at 
extreme range was uncommon because it was Inaccurate, 
opening fire at ranges of 20,000 15,000 yards did happen in 
fact and does happen in the simulation. This means that the 
ship firing nt one of yours can be two screens away. Add to this 
the fact that a large baUlelinc scenario can end up spread over 
different parLs of the map, it will be seen that trying to make 
out what is going on through the small screen window can he a 
bit difficult. One possibility is to make a 60 x GO board on a 
piece of card and use coi inters, card cut-outs or even \ r ery 
small ship models to mark positions. The basic simulation is, I 
think, good enough to warrant the trouble if you have any 
interest in naval history in the world wars. 

As a footnote the tabletop enthusiast mentioned above was 
sufficiently impressed that he bought a computer just to have 
Hartleeruiser and Warship available. 

BATTLECRUISER, along with several ottier wargames, is avail 
able from Miles Better Software who kindly supplied the review 
copy. 



BATTLECRUISER 

Publisher: SSI 
Price: £16.95 

Availaibte from Miles Better Software 
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EASTER BONANZA 

The Easter bunny will be here in 
about a week hearing stonking 
(where have I heard that 
plirase before?) great quanti- 
ties of lovely chocolate and 
making people feel bloated 
atuL in many young (and not 
so young) cases, sick before 
noon* 

Well I can't promise that HI actually 
wearafluffij white bw\ny costume while writing 
this issue but what I do promise is that The LiuirKf 
Daylights tips that were mentioned last issue will 
appear this time<(honest!) Getting on with the 
serious stuff we hai^e a good mix of hps which 
include some for a golden oldie such as Spy Hunter 
and the solution of Stranded. So lets dive in and 
see what this six foot bunny's brought you. 



AUSSIE MEDIATOR 

From 12,000 miles away comes the answer to a question set 
way back in November 1987. Chris Day of Isaacs, Australia 
replies to this question by giving the solution to stage three of 
Mediator. After you have the hammer bang on the xylophone 
until the aliens disintegrate. If the bird conies to steal your 
hammer then bang on the highest note and the bird will fly 
back. 




Robert Barter of Wimborne in Dorse! {have you ever met Colin 
Hunt?) brings a brace ot tips for Mad J ax and Bounty Bob Strikes 
Back. If when you get near to N EARING CITY in Mad Jax push up 
immediately on the joystick and your car will go straight through the 
wall and onto the next stage. For Bounty Bob'ers if you. immediately 
alter picking up the flower pot on level 1 immediately press 1 and 
START both together you will warp to level 4. On lev&l 5 immediately 
after picking up the coffee pot hold down 8 and START and you will 
warp to level 6. 




For the budding Gazza's and Lineker's and imperso- 
nators of "Universal Exports 11 most well known 'sales 
person 1 alike, Daniel Knowles of Kingston brings you 
tips for World Soccer and The Living Daylights. 

First off we have a way to cheat the soccer pundits in 
WORLD SOCCER by turning off Joss MacDonald 
and just keep hitting the play button. Do this for 2 or 3 
seasons then SAVE, When you play most of your men will 
have increased significantly. 

The Living Daylights are no more a problem 
thanks again to Daniel as he gives us the way to gain your 
N OCT prefix. 

Level 1: Not available 
Level 2: Night Sights 
Level 3: Hard Hat 
Level 4: Bazooka 
Level 5: Nothing much 
Level 6: Not available 
Level 7: Bazooka 
Level 8: Ghetto Blaster 

Level 1: Just push the joystick up and right and hold it there. 
When you reach the point where you can no longer run, 
move the sights to the bottom of the screen, change your 
weapon and shoot (he KGB man, 

Level 2 and 3: Just activate your special weapon and keep 
running and jumping. DO NOT STOP TO SHOOT. 
Level 4: Activate your special weapon and first move your 
sights to roughly where the milkman is and keep tapping the 
joystick until you find him, Then shoot the helicopter and 
immediately run to the end. 

Level 5: Move your sights over the source of the balloons 
and hold down fire. 

Level 6: DOESN'T EXIST FOR SOME UNEXPLAINED 

REASON!! 

Level 7: As level 4 

Level 8: Turn on your special weapon, run a few steps, turn 
it off and then run to the end. Bradd Whitaker will be standing 
there, shoot him and you have completed the game. 



T 
H 
E 



V 
A 
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Never be lost in The Valley again because Matthew 
Graham of Leigh-on-Se* brings help to this game. 
As this game is a CLQAD load game load it up and 
then edit line 1390 so that E=500k This enables 
you to cast 3 spells, when your Psl is at or over 48, 
You could normally only cast one spell but this 
allows you to cast three spells. 
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Now all the way from Sweden comes some help for International 
Karate courtesy of Tobias Joborn of Upplands Vasby and ao here 
are how many points are needed for each belt:- 

Yellow belt; 6,000 pt& r 
Green belt: 12,000 pts. 
Purple belt: 16,000 pts. 
Brown belt: 26 r G00 pta. 
Black belt: 40,000 pta. 

When you get to the tricky bit of jumping and ducking those 
nasty revolving thingies coming at you it is surpri singly easy if 
you know how, If you are the white player the combination of 
incoming miasiles are:- 

RIGHT-RIGHT-LEFT-RJGHT-LEFT LEFT RIGHT-LEFT 
If you are the red player all the directions are reversed. 

ONE MAN AND HIS DROID 

D. Murphy of Maghull Menseyslcte has been busy with his code 
breaking equipment, so much so that the M.O.D. has slapped 
a notional security order on him, but he did manage to 
smuggle us the complete passwords to One Man and his 
Droid. So under extreme secrecy here they aie:- 



1. NOT AVAILABLE 

2. BUBBLE 

3. ATARI 

4 FINDERS 

5. GENETIC 
6 ZAPPED 

7. MEGASONIC 

6, TIME WARP 

9. ECTOPLASM 

10. GORGEOUS 



11. SEASIDE 

12. GIZMO 

13. KING KONG 

14. HOLOGRAM 

15. CURRY RICE 
?6. COFFEE 

17. CASSETTE 

18. TELESCOPE 

19. COMPUTER 

20. EDACRAEDA 



STRANDED SOLUTION 

From ihe home of what are considered great football teams (I 
can't comment that muoh as Cm a rugby man myself) comes the 
solution to STRANDED supplied by Richard Humphreys of 
Mersey side a long time ago. [see we hadn't forgotten you Rich). 

As always the solution is written backwards so that DEEP 
LIBREG = FEED GERBIL 

W-TEG LEUF-N-D-W-N-BMILC EERT-TEG 
ETUHCARAP-D-S-S-E-U-U-S-PMUJ-TEG RESAL- 
PMUJ-S-E-N-TEG KC1PKCOL-N-W-D-S-TOOHS 
TQBOR-OG KCOLRIA-KCIP KCOL^PORD LEUF- 
LLUP REVEL-N-W-N-W-N-KCIP KCOL-E-E-TEG 
TIUS-W-W-S-S-E-S-E-E-E-N-W-W- S-S-TEG LAT- 
SYRC-N-N-W-W-W-N-KCIP KCOL-N-PORD LAT- 
SYRC-H3UP DER-S-E-S-S^TEG YEK-N-N-E-N-HSUP 
ETIHW-S-3-KC0LNU ROOD „„(emoh teews emoh). 

Simple huh? WeU not every thing in life is as difficult as trying 
to predict when the England erfeket learn are going to win a 
Test match E 




From Yasser Nabi of Leigh -on-Sea comes a hint 
for Spy Hunter. When you start off f if you go right 
so that youYe car is off the road and In the trees 
on the edge then you can stay like this for ever 
without being killed, it docs work because Yasser 
stayed like it for two hours and then got bored 
and had to turn the computer off, I low can you 
get bored of Spy Hunter? It s a brilliant game! 



THE ZETA BOMB 

EXPOSE ON A DISK BONUS 

Noiu Is the time and place for a complete expose on the New Atari User Disk Bonus game of Issue 47, namely 
The Zcfta Bomb, by Benjamin Arnold, of Els tree r so hold your breath, grab ftofd of the trigger and here urn go. 

The cheat matte is actuated by holding down START, SEI^CT and OPTION together which pauses the game. Then 
stinply press the START key to release pause and you will be able to fly through anything and your fuel will JW 
up automatically when it runs out If you want to turn off this mode then it. can be switched off with the same 
procedure. 

When you haue to kill the monster, you haue to shoot all the teeth in his mouth, and also his eye at the top. If 
ihe cheat mode is qff t tlien all of the "fish" that come out will drain your energy so be careful 

Finally, when you come to the bomb at the end, you will see the letters DEFUSE IT' on the side (in the playing 
area) and "DEFUSE FT WITH ARC at the bottom. Shoot the tetters in the alphabetical, order of "D E E F I ST U\ 
Finally one last hint. When you have shot alt the letters in the right order the amount of fuel thai you have remaining 
is added to your score. Therefore to get a maximum score, with the cheat mode on, shoot all q/ the letters apart 
from tlie U and then wait until your fuel has run down and then returned to its maximum and then shoot trie U 
and it will make an enormous score possible. With this method Ben has said that he has manaqed scores in excess 
of 21O000 r 
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QUICK 




A nice easy one from Justin Kavanagh of Kilcooke, 
Co. WicKlow To kill the Evil Ninja s in Masterlronics 
NLKJA use tow kicks as otherwise they will use their 
swords. Cold steel and squidgy flesh makes an awful 
mess so be careful!! 

David Knapman of Fareham says that if you are fed 
up of having; to wait for Gordon to fetch his mower in 
HOVVER BOWER then press fire and he runs 
to get i1. 

S printing in from Ian Barlow of Stockton- on -the -Forest 
is a tip concerning DECATHLON from Firebird. 
On the pole vault ignore the instructions and do this 
instead. Run to the pit, press fire and hold it down then 
when you are at the top, let go. Not quite? Sergey 
Bubka but you know wh^t I mean. 




MOLECULE MAN 



Back in issue 47 Rob Davidson cried out for help on Molecule 
Man and it has been answered by someone who hasnt given 
their name or address (I don't bite, honest. You can send your 
name in. your life isn't In danger!) but it s still very helpful so if 
you want a badge then send In your name and address to the 
usual address and tell us what other tips you sent and you U 
&£et your badge, but now on with the help. 
The Idea oi' the game is that you are molecule man and you 
walk around corridors. When you find a coin (a small round 
thing) press P to pick It up. Scattered around are boxes and If 
yon look you will see that some have a bottle of pills on the 
side and some have a bomb, Buy which ever you need. The 
aim of the game Ls to collect those big round things that are 
Often In places that you can t reach and this Is when you need 
the bomb. Simply walk up to the wall which you need to go 
through and press X. It will disappear and you can now pick 
up the thing by pressing P. 



AND THE WINNER IS 



TOP TIPPER of the month is Benjamin Arnold who 
receives the ELECTRONIC BACKGAMMON SET (if 
you can't play it Ben, you can always donate it to 
the Editor tuho got quite hooked on itfl 

This Issue's prize is a fabulous DESKTOP HOLD- 
GRAM that you can astound yaurjriends 
with. Just prop it on your desk and be amoved at 
the qffect. Comes complete with its own light for 
best viewing. 

To win this fabulous prize howe%ter you hove to 
send in TIPS, HINTS, or MAPS and you have to 
send them in NOW, DO FT! 



How do you get to the restricted levels in Zybex? Well 
here's the answer, courtesy of Thomas and James Barlow of 
Maidstone- (HI see you get a badge each) You must get all 
1 1 crystals, yes thats write all 1 1 before you can enter any 
Of thern which is nol what the instructions say. 

Level 13 PYRIX Each of these levels are 
revealed one at a 

time after 8 tokens are gained but are not 
accessible until you have all 11 tokens. 
Level 14 ZELAX 
Level 15 CYRUX 
Level 16 ZYBEX 





IN/I 



Finally to the answer to a problem set back 
in Issue 46 "What do yon do In ET Phone 
Home?" Well here's the answer and you 
have to thank James Gardiner of Living- 
ston. You have to collect the 4 items and 
return to your house. Then guide E.T. to the 
clearing in the woods and stand on the green cube and press 
ftre to summon your space ship and there you have it! 



HELP WANTED 

This Issue sees only one call for help which I can answer 
straight away and that is from David Knapman who wants 
help with Cloak of Deaih, well look in Ihe Tipster columns of 
issue's 38 and 39 as it has all the help you could ever need 
You can still get back Issues of these and at very good prices. 
Details are elsewhere in this issue. 

Has anyone completed any of the Level 9 adventures (you 
know the ones REI> MOON, PRICE OF MAJIK and 
LORDS OF TIME) or any similar type of adventures? If 
you have send it in and revel in the glory of being one of the 
ones who have finished the quest. 

Unfortunately that's al! we have time for this issue, anyway 
my Angers hurt and I need a lie down in a dark quiet room 
This issue saw three small hints called QUICK B's (meaning 
Quick and Easy) which I would like to include several of in 
each issue and for this I need your little hint and tips, so send 
them to the address below and earn yourself an exclusive (and 
much souflhL alter) Tipster badge. 

Until we meet agaui adventurer, keep your broadsword well 
honed , your laser rifle well charged and your Joystick well worn 
outl 

Send all your cheats t tips and hints to; 
THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST J 6 1DR 
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JMICJH 

for Atar 


lO DIS 

i S-t>It spar 


* COUNT 

es and repairs 


| HARDWARE ■ SOFTWARE \ 



ATARI 85 D INTERFACE £40 

1010 DATA RECORDER £15 

ATARI PRO -LI NE JOYSTI CK £6 

MD3 CENTRONICS INTERFACE £34 

HIGH SPEED CQNVERSIQH KfTS FOB 

XC12 and 1010 RECORDERS £iC 

Reduce tape loading time by 600% ' ' v 



IT'S SHOW TIME AGAIN 

So come on down for the 
latest 8-bit Atari specials. At the 
Centre of England Radio Rally 
Easter Sunday 31st March at The 
national Motorcycle Museum near 
the NEC - Junction 6 off the M42 
10.30am to 5.00pm 



SHOW OFFERS - AS SEEN 



COMPUTERS FROM £5 - PRINTERS FROM £3 
- BASIC COMPILER DISK £3.50 - OSS BASIC 
XL CARTRIDGE £15 - UNBOXED ROMS 
FROM £t - FOX DAMAGED SOFTWARE 
FROM £1 - UNBOXED COMPILATION TAPES 
25p &ach* ALSO PLENTY OF COMPUTER 
PCR s 3ffd KEYBOARDS FOR SPARES 



Ulslcalc - The top Atari disk based spreadsheet: 
Complete wllh FREE Demo Disk 

Atari Writer Plus disk based Word Processor 
With Spell Checker 

Technical our Dream Disk - The Ultimate 256 colour art package 
Master Type (ROM) America's no.1 educational program makes 
learning keyboard skills fun 

Mercenary Co mp i I alien dish; Escape From Targ/Tha Sacond City 
Smash Hits Vol. 7 disk: Alley Cat/ColossnS Ghess/ElecrraojidG/Bliie Max 
Movie Maker (Disk) 
Infill rater {Disk) 

Spy us. Spy The Trilogy Disk: Once uoled ihe best two player pa me ever 
features Spy us. Spy: The Island Caper: Arctic Antics 

Maxwell's Demon & Memory Mania (Disk): Two puzzles for the price of one 
Several levels Of difliculty. Suitable lor all ages 
Lancelot (Disk) T&xl adventure from Level 9 
Rosen s Brigade (Disk 5 Tape pack) 

Temple of Apshai Trilogy; 3 adventures on one disk - 12 levels,. 56S rooms, 
37 monslers 

Hardball (ROM) American baseball 
Arehon (ROM) 



£10 

£12 

£ S.OO 
£ S.OO 

£ 5.00 
E 5.00 
£ 8.95 
£12-50 
£ 5 



£ 4.00 

£ 5.00 
£ 2.50 
£ 3.00 

£ S.OO 
£ 5.00 



NOW A MAILABLE FOR TAPE USERS: Word Processing in High Speed format f j f 
- mam program ioads in 58 seconds -saves and retrieves also in high speed ' ' * 
KC12 or 1010 Data Recorders ready fitted with High Speed Conversion 



Phone 

for furl her details 



DEREK FERN 021 353 5730 



ATTENTION ATARI XUXE DISK OWNERS 



THE NEW DISK MAGAZINE 

EXCEL 

IS OUT NOW FOR YOUR ATARI 

If you like top quality games, utilities, demos, music & graphics then you are going to love EXCEL 

EXCEL #i (March/ April 1991) comes on a double sided, single density disk priced £3*95 

and is available from 

EXCEL, 22 LEWIS WYND, BROOMLANDS, IRVINE, STRATHCLYDE, KA11 1HL 

Please make cheques/postal orders payable to R. Stuart 

Allow 14 days for delivery 

GIVE YOUR ATARI A TREAT AND BUY EXCEL! 
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XL/X E TYPE-IN 




■ 



EH 1 REM Ul|fe l < lllllll ig«tmimtt l H III I«IIU I 

OV 2 REM B MI RHP ft TILE 

G£ 3 REtt M by 

KF * HEM tf Mark Connolly 

HC 5 REM n ~f " 



» 

p 

n 
tt 



HC 6 REM tt NEW ATflPi U5ER - APRIL 1 **I B 

mit i|iinii.l itBttM 



FO 7 HEM 
UN 0 HEM 



WW 



TMTTTflLlSE 5 Tft IHG5 



GM 45 RE H 

J1J 58 CHf^B3>,BITSt*271 r CH#*«7J ,CHK* 

CZ5J , h£ liti* 

HJ 6fl REH CH^ifln HC string used to set up 

a randon word selection 
CO 65 HUM BITSiMC string used to work out 
which bits in the 8 lotns of a letter 
that are turned on 
fU 74 REN and then Plots then 
UL 75 REM cue*; **c string Mines up the le 
tters ift the words chosen by the pi aye 
r and places thew 
HJ SB REM in locns *664-$fiC7- -The Players 

chosen words are between 56BO & &OB3 
EH ttS REM GHKSs MC string checks to see i 

f froth grid are the sane 
TK 9& REM H¥i duiwty tent string used to i 
npu-t individual mrds 

AM 95 RE** M MHH H l i KM t C ii WMMKH)m WW l l l l it it M M HH»» 

ea ibs rem EF M "qTT 5 » 1 1 J " 1,13 

0E 185 GRAPHIC* ft:5EtC0L0R 2 8 , 8 1 5ETt-0LOR 
1 ,8,10 IPQKF B2,B?PDItE 762, li* CWt* tl2 

TB 118 ? --Loading Data; Please Ma lt ■ ■ ■ 

cm us rem inrgf^ 



YJ 12* READ D!ir D=-I T HEW 13S 
TO 12$ CH* CLEUCCHSl *U -CUR* (P5 
HI 130 GOTO iZ« 

HZ 1J& CH85=CHfi$ C184J : CHBSfl £NCCHOS)+±J-C 
||$ £57 j, gi t ■a.- r iui 

KH 145 RE AO 0 : IF 0 = "1 THEM !&« 
ID 199 BIT* !LEM«BITSV+±J =CH»* (03 
OF 155 CO TO 1*S 

K« 160 READ DSlF D""l T**EN I7B 

PK 1*5 CHK* CLEWTCHK*J +1* =CHH$ (Dl :GOTO 1*» 

RO 178 REM 

HK 175 REM felMH iMrl^l f^mTOB 

til IB* BITsflOP EBIT*3 ! t«=ADR tCH*l [C«8-ADRf 
OF 1B5 OPEN 111^4, "Hi** 

gp 190 f CMM (12S) ; M lnpvt d*3 r ee of di**A 
cvlty Ci-Jf "I 

YV 155 GET JJi 10 = 0^4^: 00-D»(J : OO-D-1 

5L 288 XF D> = 2 AND 0<=1# THE If 218 

RZ 3EO*S GOTO 1*5 

DC ?id KB=iOBiGPSUB till T it 

JL 215 * 11 EB1 Random " : * Player? Cho 

ice" 

OO ZZO GET ttl,C;CI=C— 41 

MI 225 IF C<>8 AND COl THEM 2Z» 

c» 238 irB^f+iasjposiTioR t P 2+c?eosue 2$$ 

JO MS P05irJ0M»*4 

CL 248 ? t? ' "1 il ! WT i I Ml I in ■ J F" 

YJ 24$ * "tea Joystick" ,B E13 Keyboard"; 

Alt 2$# GET tti,iCeY:iCEY = KEY-48:IF KE*<8 OR 

KCY>1 THEN 2 SB 
BO 255 KO=KEY+lKfl! POSITION I , KEY#6 5 GD^UB 

265 

PN 260 GOTO 208 

RN 265 KB=KB+40 

ZF 278 7 GHRftltBl J 

AO 27$ RETURN 

TH 200 IF C-l THEN 320 

VJ 298 H = U5R IflOR fCH$) , l>L3 

IN 296 FOR T=8 TO 00-1 

KE 308 IF «EKC1636 + T>^8 THEN P«RO = T 

KO 305 NEWT T 



MIRROR 




by Mark Connolly 

Mirror Tile is a very simple BASIC game with a few machine code routines 
to speed things up a Lai. The objective is to rearrange the tiles on one grid 
to match those on the other grid shown alongside. Tiles can only 
moved into adjacent empty squares, Everyone must at some stage have 
played this aid chestnut ofa game but just in case you fuwen't heres how 
to. 

You are asked which difficulty level you wish to play at Tiiere are 9 
(191 Level 1 presents you with a 2 x 2 puzzle to solve, level 2a3x3and 
so or up to level 9 which presents you with an enonymits Wx 10 puzzle. 
You are given a cursor control option - Ojbr Joystick or 1 for Keyboard. 
For the keyboard the keys ' \ =\ +\ *' perform their control code 
functions Le. pressing moves the cursor one tile up etc. 

The RKIVRN key moves the tile over which the cursor is positioned to the 
empty square. Not only can you move a tile to the lejl right, above or 
below but you con mooe tiles art a diagonal to the empty square provided 
the tile to be moved is no mare than I square away. Thejire button 
performs this Junction for Joystick conlrolr 

You are given the option of having the computer choose the letters tofilt 
the gtid or you can choose them yourself For any difficulty above 4 I 
think you should always choose them yourself* 

If you choose level 3 and opt to choose the ivords yourself you will be 
asked to input one 3-tetter word and three 4-letier ivords to fill a 4x4 
grid with one tile missing. You may only enter any uppercase letter. Hie 
screen wiU then go blank and 2 4x4 grids appear on a Graphics 8 
screen, the leftmost grid is the one that you must match in the rightmost 
by moving tiles about until all the letters are in the correct position. 



A. J 
RP 

as. 

FY 

RH 

I? 
ZD 
MJ 

zx 

KO 

RS 

OA 

IE 

LH 

KP 

BH 

BP 

MM 

JU 



KK 



318 PZY-TNT CPZERO/03 I PZ W=PZERO-PZY*D 
315 GOTO 455 
3 2 0 RE M 

325 eHSliI,i35=CHRSt96J I MX = U>B f ADR tCHS 
J> : CMS CIS, 133 =CHRf C184* 

338 PN-Bt? CHI** C1253 jOWJ M letter word** 



£35 
340 
34S 
35B 
35$ 
308 

370 
375 
388 
365 
398 
395 
488 



LK=PO ! 395 
FN-PM+l 

LM-0"? letter words" 

FOR 5 = 1 TO DOS ? "(*0"j^; : GDStIB 

NEXT 5 

POKE 287, PN 

X - U SR c cue 3 

FOfl T=0 TO OD™l 

If PEEK(1&36 + TJ=8 TttEN PJEfiO = T 
HEK 1 T 

P£Y = INT fPKEftO/03 I PI H = PZERO-P"* D 
GOTO 455 

PM-PEEKC651 :PY=PEEKift41 
POKE S5,PX:P1?KE 84 ( PV!? M 



"liPOKE 85*r*H:P0KE 34, PY 3 TNPtJT 
IF LEft CM$1 <> L N THEN 488 
485 OCPePT-1 
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E5 410 FOR T=l TO LFUCWSl 

HH 415 K» rt 5 C CH$ (T, Tl) 

flE 420 IF K>"6& AND if ( = 70 THEN 4.TS 

KC 425 ACCEPT-8 

DU 436 fi/EH 

ON 4 3§ POKE 1536 + PPl , K-32 J PM = PM + 1 

KI 440 NEttT T 

UA 4 45 XF ACCEPT-0 THEN PH~PN~LH ^CiOTO 400 

ZK 4?« RETURN 

me 455 r€h EBMECEHIOED 

QB 46ft K K =il 5 R C A D R I C H K $J 1 

XF 465 IF PEEK C 29) ODD THEN 475 

VA 478 FOR T-163* TO 1636+frD-l ! POKE T , 8 ! H 

£Kt TlGOTO 360 

ZN 475 KO-0 : Ki-fl ! H2-I 

JK 408 GRAPHICS 6 i SETCOLflR 2 f ft, B : 5ETC0L0R 
I , 0j IS i COLOR 1 



ML 


485 


>:.J 


47* 


LO 


475 


«R 


580 


MR 


505 




518 


01 


515 


PH 


5Z0 


PE 


526 


Mi 


530 


UU 


535 


VA 


548 


UK 


545 


MC 


558 


MB 


£55 


flJ 


S60 


VO 


565 


PA 


S78 




SO 


ML 


575 



see 



CMOOSp: TTI. F TO MOVE 



MOVE CURSOR 



t CH-21/11J +163" rCOLOR i 

MF 56* HEKT H 

HH 585 POKE 294,101 

LH 598 COLOR 8 : PLOT H9+H+1 , V+ 1 : XK-USfl * BIT 
r t t¥-2*/iiJ+±SS sCOLOft 1 
FHT V 

588 IF H0=« THEN H 0 = JL 60 : H J = 1 0 |M H2 - 1 4 : G 

OTO 498 

695 POKE 557,34 

510 REM bfiHEl 

615 PC-PZERD 

620 PCO-PC 

625 G07UD 055 

530 REM EEEHl 

635 IF KEY ~0 THEN 670 

648 GET 1*1 , CM : POKE 764 , 255 7 IF CM^ISS T 

HEM 718 

645 IF CM-4S THEM 70S 

65ft IF Dtt-61 THEN 918 

65S XF CM=43 THEN 825 

569 IF CM=42 THEN €48 

665 GOTO 540 

678 REM JOYSTICK CONTROL 

675 IF PEEK (6441=8 THEN 710 

669 CM=PEEK C632) 

685 IF CM=i4 THEM 765 

69# IF C»*=13 f HEN BIO 

635 IF CM- 11 1 HE N 825 

78ft IF CH=7 THEN 648 

785 fiflTO 678 





575 


YD 


588 




OTO 


RN 


585 


MY 


610 


JO 


515 


CK 


620 


ZE 


625 


IH 


630 


DY 


635 


ttP 


646 




HEN 


HP 


645 


HK 


65ft 


5H 


655 


PK 


660 


OC 


665 


HL 


678 


NO 


675 


L5 


669 


ME 


685 


MM 


69 ft 


OZ 


695 


ZB 


78ft 


OY 


785 


ND 


/1U 


AH 


715 


ZT 


72G 


pn 


7*5 


CIT 


77ft 


F* 


735 



MOUE TIL 



Vtl 
CtE 
KG 
EE 
YY 
JO 



715 IF PZH+P7Y*B=PZERH THEM 635 

7^0 PYO=TNT CPZERO^Dl : PHH =PZE»0~P YflWD 

725 X,f AB5fPZH-Pft81 >4 THEK 635 

7?B IF fl*5 (PZY-PY0J > 1 THEN 

735 POKE 1636+PZERO, PEEK C1636+PCI : POKE 

1 636 + PC, ft 

748 GO-SUB B5-5 

74S P|>H = PZH : PDY = PZY 

750 PZR=PHO JPZY-PYO 

755 PD-PZERO r PZERO-PC ? PC=PD 

760 GOSUB 655 

765 PZH-PDH ; PZ Y-PDY 



5F 778 KH=U5fl CADR CCHKSJ ,DDI 

PP 775 IF PEEKC293=DD THEN 720 

RP 788 SflTO 63S 

DJ 785 REM frfll:LtiJ:»ll^ 

HQ 79G IF PZV=G THEN 635 

775 G05UH 700 

rp *#e PZY^pzY-i ; 5U5UB ?is 

RP 085 GOTO 635 

EO 018 REM 

PB 815 IF PZY-DO THEN 535 

CI 628 G85UB 7*8 ! PZY=PZ Y+ 1 * G051IB 715 I GOTO 

WF i26 RFH HllaHJiMlJAJ 

MV B30 IF PZJf = 8 Trt€« 535 

DF 035 G05UB 70* ' PZH=PZH^ L I GQ5U* 715? GOT 0 
635 

OC 648 REM [aiiMii;a;H?t:^ 

OK 845 IF PZK=DB THEN 635 

OC 058 G05UB 780 : PZH=PZH+1 ; 505UB 715' GOT 0 

635 
R5 655 REM 

CN 868 PCP^PEEKf 1536+PC) 

WZ 865 POKE 1536+PC, PEEKf 1636+PC) 

YE 978 COLOR 1 

S3! 875 PLOT 16?*PZK*li,P£Y*ll + 3 
5P 688 POKE 294j PC#; KK-U5R IBITh PEEK C1G36+ 
PC> J 

LG BBS IF PC-101 THEN RETURN 

GR 894 POKE 1536+PC^CP 

flL 695 RETURN 

DJ 700 CC = PZK+P2Y*I> 

KR 705 PCO-ins :no<tlJH H55:fltTUflN 

NT 710 G05UB 370 'RETURN 

HI 715 PCnPZK+PZY«D ;PGe = PC 7G05UB 055 h RET II 
RN 

Ht4 i2tt REH AGAIN V/l 
HI 925 POKE 764 ^ 255 

HL 93ft ? "Grid CikHpl fried , . . Again y^n?"; 

PO 935 IF PEEKC764S =255 THEN 935 

TS 948 IF PEEK C7&4J -35 THEN POKE 764,255: 

CfiAPHlCS 8:NEU 
NS 945 IF PC C K f 764 3-43 THEH GRAPHICS 8 ! SE 

TCOIOR Zpfl.fl^ETCOlOH t 0 / 18 * POKE 8^ P 6 

:POKE 752, 11 GOTO 170 
5P 750 GOTO 735 

YPf 755 REtf t'^fMiOA* 4^=M^f * C ' i: 

IR 70S DATA 104 * 162 j 0 j 138 , 157 , 0 j 6 , 232 j Z24 

j 280 j 2*8 , 248 j 184, 178 , 194 3 166 
UP 765 OATA 132,297,136,132,266,173,18,21 

8 # 281, 33, 144, 249 , 281 > 59 1 176 , 245 
DO 778 DATA 1 33 , 203 , 172 , 18 , 216 „ 196 , 287 , 17 

6 , 249, 185, 8, 6, 286, 244, 165, 283 
OC 975 SAT A 1S3 , 6 , £ * 232 , 2 28 , 20fi , 288 , 221 , 1 

62, ft, 172 , 16, 218, 196, 287^ 176 
DR 988 DATA 249 p 185 , 188 , 6 , 286 , 244 , 189 „ 8 , 6 

j 153. 1flfl # fi r 7jf7 i 7?B r 7fl7 r ?BB 
ZY 705 DATA Z33„76,-l 

Kti 770 rem ^Jt-tf »mm iMjai: W4! r;T-T=iiji 

EY $75 *flTA 1S4 P 104 , 104 h 1 /B # lbl? f O r 135 , 26ft 

j 1*9, 224, 133, 287, 164, 284, 172, 191 
ZS 1000 DATA Z40 J 15,185 J 9^e P £17 P 100^^06 

, 4 P 167, 255 > 288, 2, 167 j 8 
Ml 1885 DATA i 33 , £85 , 165 , 206 , 2 24 , 0 , 240 , 14 

l 2l,ifl5j 1 iS3-ifl6 J lb^B J lfli 
EI 1010 DATA Z07 # 133 ^87, 202, 2*8 , 236 , 165, 

IJSJ.ST^pJfiS.flfiJ^.JI.ifjB, 8 
BY 1915 DAI A 177 » 286 , 6 9 , 205 „ 133 A Zfl * 132 , 28 

3, 16ft, 8, 132 , 29, 162, 96. 169 r 11 
HZ 1B30 DATA 157166,3,167,6,157^72,3,1^7, 

73 # 3,6j2B,185*Bp3Z 
VA J.975 DATA *?(> , 728 , 164 . 29 , 288 , 1 92 , 8 , 288 , 

225 # 2 30 j 04 „ 165,38 P 133 , 85, 165 
DF 1038 DATA 31 , 1 33 r *fi f I 64 y 7fl3 t 2 0 a , 1 72 , B „ 

288, 178 ,167,8,1 33 ,£05,76,-1 

HE 1848 DATA 184 , 184 > 1 04 t 133 , Z8 , 162 , 8 r I 34 

, 27 # 189 , 8 , 6 , 2 21 , 186, 6 
JP £045 DATA 206,2 
KT 1056 DAf A 23ft t 27 , 232 , ZZB ^ 20 
SJ 1855 DATA 288,241,96,-1 
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Ian Finlayson's 




SUBROUTINES 







FOR SPECIFIC 
TASKS 



The fundamental program for this month's article was 
sent to me by Allan Thompson, and many thanks go to 
him for the program and the reminder of the program- 
ming principle that it Illustrates very effectively. In the last 
issue the homework 1 tutorial showed how a short program 
could fulfil a specific task, and the database listing here 
illustrates the same ability of a straightforward program to 
achieve a dedicated task, The program is not as short as the 
homework listing, but as you look through It you will see that 
there is no complex code - in fact when the whole database is 
typed In the code which handles the data will be quite trivial 
compared to the data itself, 

The simplicity of this program stems from the fact that It 
is targeted at a very specific requirement, the display of 
one person s catalogue of videotaped films. It is not 
written as a program which anybody can use to build a 
database (like the address book database which was covered in 
three articles back in issues 37 to 39) but as a one user 
program with the data embedded In it. It is at exactly the 
opposite end of the scale from the commercial database which 
you might find on an office PC: here we have a simple listing 
which efficiently and cheaply meets a specific requirement, 
while the PC version has to be big and powerful to meet a large 



COMMUNICATIONS UPDATE 

I have had a letter from James HasLable, who used to run 
the Ark bulletin board: He tells me Lhat the Ark is now 
called The City and has a new number 021-352-1237. It 
supports baud rates from 300 to 2400 and is open 24 
hours- It is mainly for & -bit Atari, with a small ST section, 
so give him your support. There are not too many people 
putting themselves out for the 8-bit Atari user these days, 
and those who do need encouragement if they are to con 
Untie plugging away. The Ark Comms Disk (in the Page 6 
public domain library) is about the best readily available 
software lor Atari 8 bit comms, and James Is currently 
working on an update. 



1 



variety of requirements and this means it Is expensive and not 
only that but it needs expensive hardw are to run on. So if you 
have a specific requirement that you think your computer 
could help you with don't be afraid to try a little Basic prog 
ramming. Your computer is not super intelligent, but it can 
manipulate and display data and calculate much faster and 
more accurately than youl 

THE DATABASE 

The program is very simple. Don't be put off by its length as a 
lot of the lines are included as examples of data and need not 
be typed in by you. Just type lines 1 to 1 10 and 9999 onwards 
- everything in between is effectively data, and you can make a 
framework to put the data in with the second short program, 
Line Maker. 

Line 10 sets the values of a set of variables which are the line 
numbers for the later GOSUB commands, 
lines 20 to 90 draw a title screen. 

Line 100 calls subroutines at lines 10310, 10311 and 10330 
in turn. 

Line 110 goes to the line number appropriate to the letter key 
pressed In the KP subroutine. They are spaced apart by 200 
with A at 200, B at 400 and so on This ensures plenty of 
space for data to be fitted Ln later. 

I have put in some dummy data representative of a list of 
videotaped films and their run times - don't ask to borrow a 
ropy ol Lhe films, the names are fictitious! I have only put data 
In for letters A,B and C and "No entries" statements for D and 
K All other letters require filling in with your own data, The 
format of the data can be changed to suit our requirements as 
long as each line is only 40 characters long. 

I will use C as an example to describe the lines of data as it is 
the only letter for which 1 have typed in enough data to go onto 
a second screen. 

Line 399 is the HEM statement inserted to show where In the 
listing the C data starts. 

Line 600 calls subroutine RA to draw a line across the screen 
below the heading. 

Lines ©30 to 697 are print statements which print single lines 
of embedded data on the screen. You will notice that the line 
numbering is not even. L did this deliberately to show that you 
do not need to maintain an even spacing, but can go back and 
put new data between the old lines at a later date, or delete 
Lines if you wish, The only limit is a total of 20 lines on one 
screen. 

Line 698 is needed at the end of a screen of data if there is 
more of the same letter to follow. It is NOT needed if there are 
less than 20 records for the letter concerned. All it does is call 
subroutines RA [a line across the screen), RR [a prompt for a 

continued on page 36 



34 



|£5ub A9 ■ Naw Atari UWr 



KB 
N A 

NT 
ED 

FP 



£ 1 I RfM MHWUMMW H H H -H- W MMKMMKH H W - W M H*W** mm 

ON 2 REt* * T U T 0 R I A I ^ L J FJ R D LI T IKE 21 « 

3 REM * 5IHPLE DATABASE * 

4 REM * by Allan Tho hp son » 

5 REM * Modified by Ian Flnlaysorv * 

h re* * - — * 

7 REM * NEW ATARI USER - April 1991 * 
EP 6 REM HI M W MM-M-MW M MUMW M M -M - M M M W M*M M M« « M I t 

WO 9 REM 

eu io sp=iflorte ■ hr- i f?oj r ; KP-10310 ; KG" 18311 

rKC~1033fl : RA-I03Ce 

OH 29 GRAPHICS IB 

EH 36 SET COLOR 4,165,6 

OT 40 POSITION 7,0 3? B6J "V/tape" 

BL 58 POSITION 8,2s? ttfi ; 11 f i It*" 

S#i 60 POSITION 7,4 !? 1*6; "A tO Z" 

NF 70 POSITION 8,5?? »6 i " ► ► ► ► ► M > t » ► ► t ► ^ * 

YC 88 POSITION 4,7!? tt6j k *PRESS 0 TD §* H 

UZ 98 POSITION H6 ; "OR SPACE BAR" 

OH 100 GQSUB KP; GOSUB KOi GOSUB KC 

QZ 118 GOTO CKEY-64JW288 

OH 13 5 REM *** LETTER A *** 

01 288 GOSUB R A 

ZT 210 ? " 3©* AIRPLANE AO VENTURE * 1 

:48:58 *" 

BY 220 ? " 14* AIRPORT DISASTER * 1 

!21:44 *" 

BG 230 ? " 7Z* AIRPORT DISASTER II * 1 

14112 21 *" 

GO 248 ? 11 2?* AIRPLANE TAME OFf *• 1 

:?BM? *" 

VT 250 ? " 46* ANOTHER AIR DISASTER * 1 
: 44:23 *" 

US 260 * 11 46* AIR DISASTER (SON OF!) * 1 
144S23 M" 



SB 270 ? 11 52* AIRSHIP DISASTER 

Ilfllj *■■ 
HC 3<?ft GOSUB RA; GOSUB SR r GOTO 108 
UM 39? REM *** LETTER B *** 
OK 400 GOSUB Rrt 

KH 418 7 " S3* BATTLE XK THE SHAMP 
: 40 2 50 *" 

ES 428 * " 41* BATTLE l H THE &E5ERT 

Mf fZe *" 
NJ 438 f « 66* BATTLE IN THE SHAM 

;37:44 *" 
ME 598 GOSUB RA ! GOSUB SR ! GOTO 108 
L L 599 REM *** LETTER Ci *** 
OH 608 GOSUB RA 
K0 618 ? " iff CAR CTH« 

129545 *" 



* JL 



* 1 



* i 



* 1 



YZ 620 ? 1 

: 80:00 
BR 630 ? 1 

! 28 ; 20 
7H 640 ? 1 

I 11 ! 12 
TK 6SB ? 1 

t 44: 32 
Htf 655 ? 1 

E 44 t 32 
WK 660 ? 1 

! 33 ! 43 

uu 60s ? 1 

i 23*22 

s 32 : 32 
MC 675 ? ■ 

136:43 
m 600 ? 1 

: S4 : 54 
JO 695 ? ' 

: 33 ; 56 

6*8 7 1 

! 21 ! 22 
KJ 691 ? 1 

; 33 I 10 
TY 692 ? 1 

! 21:41 
OK 693 f 1 

; 19 ; ZZ * 



18* COMEDY HOUR 

■ i 

2B* CHAPLIN AT »ORK 
*" 

44* CHARLIES UNCLE 
*" 

48* CARRY OH PAOGR AMMINC 

■ i 

49* CARRY ON PAGE 6 
ft*" 

3* CARRY ON COMPUTING 

*" 

55* CARRY ON f Hit AT A3 
61* CARRY ON CONTRIBUTING 



* 1 



* 1- 



* 0 



* 1 



* 1 



* 1 



* 1 



* 1 



69* CARRY OH KEYING * 1 

*" 

15* CARRY ON CORRESPONDING * 1 
■ i 

9* CARRY ON ATARI USER * 1 

iff 

71* CARRY ON COMMUNICATING * 1 

*" 

88* CARRY OH PEEKING * 1 

ii 

45* CARRY ON POKING * 1 

*" 

71* CARRY ON AfrUENTURXMG * i 



HY 694 ? " 64* CARRY OH DOWN THE CLUB * 1 
; 14 ; 44 *" 

LG ? 11 31* CARRY ON AND CARRY OFF * 1 

J21J2Z *" 

696 ? » 32* CARRY QN DOUN T«E LIST * i 
it*\tt *" 

LE W7 ? 11 31* CARRY ON -> HE KT SCREEN* 1 
:13il3 * h * 

RX &9B GOSUB RA r GOSflB RR : GOSUB KP I GOSUB K 
C 

KJ 699 REM *** LETTER C2 *** 
ON ?f!0 G0SUE9 HA 

71fl ? " 16* CURSE OF FR ANKEttS TEIN * 1 

iB4iM * M 

HU 720 7 « 77* CARftV ON CURSIMG * 1 

145:45 *" 
«G 798 CASUS RA i GDStlQ SR : GOTO 100 
HI 799 REM *** LETTER D *** 
00 088 ^OSUB RA 

(IH 610 ? ,l HO ENTRIES FOR D" 

MI 998 GOSUB RA : GO SUB SR ! GOTO iOO 

YG 999 REM *** LET TE"R E 

SO 1OO0 COSUB RA 

KR 1010 ? 11 HO ENTRIES FOR E" 

KB 1198 GOSUB RA : GOSUB 5R:G0TO XOO 

Q A 1209 HEH M ririMwi cwMMwyafW HMWU MiimfK i fMH i fiiH 

PC 15E8JL R€lf * * 

GK 1202 REM * REPEAT LINES 999 TO 1190 * 

TK 1203 REM * AT INTERVALS OF ZOO TO * 

HI 1204 REM * SET UP A FRAMEWORK FOR * 

ZH 1285 REN * LETTERS F TO Z - OB USE * 

YU 1206 REM * THE "MAKE 1 ' ItOUTXflE * 

ac 1287 RE H m m 

RG 1ZOO REM WWWMMHWWWWMH H WWMWMMWMMMMM t CM H 

CY 9999 REH *** SR A AS - PROMPT ^ *** 

TB 188S8 ? U PRC55 A LETTER TO GO TO A~Z 0 

R ^PACE OAR 11 : RETURN 
ZH 10018 ? "PRESS ANY KEY FOR MORE"; iRFJTO 

RN 

E A 18299 REM *** RA=LTNE 
PN 10300 ' " 



>" E RETURN 



IH 10389 REM *** KP=KE YPR^S S 

10 1031O OPEN tTl, 4 , 0 f "K " " I GET B1,K! CLOSE 

a I ; RETURN 

MQ 18311 REM *** *0~KEY CHECK*** 

JO 10512 X f IC=^2 THEN K-lCEY+1 ; GOTO 10316 

FH 10314 IF K>96 ANO K (113 THEM K-K-32 

KM 18316 IF K(bb OR K>98 THEN K=&^ 

JM 10310 KEY=K: RETURN 

10329 REM *** KC=KEYCOOE *** 

aC 1033O GRAPHICS 0 1 POKE 92,4 SPOKE 752,26 

i 

TJ 10340 COL= t KEY - 641*8 : POKE 710 t COL : POKE 

712 j COL ; Poke 709, col -4 

OH 18350 ? "R^>U S TAPE " J CHRS EK E Yt I RE TURN 



EI 1 REM H MMMMfc H h BHH JdttMMMM I tMW h HMMMMMMXM H 

rD 2 REM * TUTORIAL SUBROUTINE ZlA * 

BO 3 REM * DATABASE LINE MAKER * 

RR 4 REM * by * 

ML 5 REM * Ian Finlay$dn * 

EfJ 6 REM * — — * 

FP 7 REM * HEW ATARI USER - April 1991 * 

EP 8 REM MMMMM M MM H H M t C WW 'J i J l' M- W M M M H H MM M - W M M H M 

CM 32080 FOR H=l TO 26 

QU 32618 * "I*** *" i 208WH-1:* 1 REM ***** LET 

TER " iCHH^ C64 + «t ?* - *****" 

HU 32020 ? 2«0*Hj" GO SUA RA* 1 

UG 32830 ? 288*H+19e; M GOSUB RAsGOSUB SR I 

GOTO 188" 

TU 32840 ? "++CONT" 

NC J2E5S6 POSIT TON 2,8: POKE a42^13tSTOP 
t>E POKE 042 # 12 

HP 12070 NEKT K ' 

GO 32880 * "IS + 4 + ": FOR M = S2008 TO 32100 ST 

EP IO;? KtMEMT N 

KA 32898 ? "4+POKE 042,12" 

UL 32100 POSITION 2, 81 POKE 042,131 STOP 
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key press), KP (the key press subroutine) and KC (to call the 
screen colour and title]. 

Line 699 Lsthe REM statement to hit*JiLLgln ihc sum vA'\hr 
second screen under the C heading. 

Une 700 is the same as 600 then more data follows in lines 

7 10 and 720. 

Lin* 798 is the last line of the C series. U calls the sub- 
routines for the line across the screen to be drawn and to 
prompt for a letter key to be pressed, and then returns to the 
main calling routine at line 100. ;\ duplicate ol" this Line must 
be included at the end of each letter s data. 

After the data come a few lines containing simple subroutines 
as follows: 

SR - Line 1OG00 - Prompts for a key A-Z or space bar to be 
pressed. The program functions so thai a letter key takes you 
to the data for ihi.il ietier, while the space bar takes you on to 
the letter after the one you are currently at (or back lo A if you 
arc at Z). 

rr - Line 10010 Another prompt, this time to press any key. 
This Is used to take you on from one screen of data to the next 
under the same initial letter. 

RA- Line 1O30O - Draws a continuous line across the screen. 
KP - Line 10310 - Gets data from a key press In the variable 
K. 

Kg - Linen 10312 to 1031S Checks the value returned in K 
by the key press subroutine. If K=32 the space bar has been 
pressed, so K is made equal to the previous KEY value plus 
one, this moves on one letter. If K is in the range 96 to 1 13 
then a lower case letter has been pressed and this is converted 
to the upper case equivalent by subtracting 32. If Kts now out 
of the range 65 to 90 (A to Z) then a number or other key has 
been pressed so we arbitrarily go to A. Finally in line 103 IS the 
new KEY value is set equal to K before we return to the main 
part of the program. 

KC - Ones 10330 to 10350 - First in line 10330 we reset the 
graphics mode to 0. Next set the screen left margin to zero to 
get forty characters on a line, and then switch the cursor off 
Then in line 10340 we generate a value COL which will give a 
different screen colour depending on which letter has been 
selected. Locations 710 and 712 define the screen background 
and border colour and location 709 defines the brightness of 
the text. The colour value for 709 is set to be different from the 
background by four, thus ensuring a satisfactory legible con- 
trast. The final line prints the heading line for the selected 
letter across the top of the screen. 

LINE WRITER 

Now we have finished with the main program we will take a 
look at the short one. This Is rather more clever and It writes 
part of the main program for you t so I hope you have not typed 
it all In before you read this farl Baek in issue 35 I wrote a 
program that modified itself using the forced read mode, and 
here is another application. The program writes lines that form 
a framework for the data entries for each letter of the alphabet, 
l,et me explain how it works. 

Line 32000 sets up a FOR- NEXT loop for the 26 letters of the 
alphabet. 

Lines 32010 to 32040 clear the screen and then display lines 
like 199. 200 and 298 oi the main Hating followed by CONT on 
a separate line. 

Line 32030 moves the cursor to the top of the screen, sets up 
far forced read by the POKE to location 842 and the invokes 
forced read by the STOP command. What happens then is the 
computer exits from the program and reads the lines on the 
screen into the program in memory. When it gets to the CONT 
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in line 320 5G starts the process again for the next letter oi the 
alphabet. 

Once the alphabet is complete the program moves on to line 
32080. This just clears the screen and lists the line numbers 
of the Make routine on the screen. Now when we invoke forced 
read the line numbers are scanned, but they have no associ- 
ated Basic alongside them so they are deleted - the result is a 
self-deleting program - clever Isn't it? Just one warning - he 
sure to save the program before you run It or you will have to 
start again from scratch? 

This little routine can be added to the main program and run 
by a direct command GOTO 32000 Instead of E*UN. However it 
is probably safer to run it on its own then LIST the resulting 
database framework to tape or disk, LOAD the [nam program 
and finally ENTER the framework to combine it with the main 
program. 

1 am always pleased to get letters so please write me, I would 
be particularly pleased to hear of other applications of the 
forced read procedure. If you want to write with a query about 
Basic programming please include a stamped addressed en- 
velope for a reply. 

Write to: 

Ian Finlayson. 60, Rounds tone Crescent, 
East Preston, West Sussex BNI6 1DQ. 
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XL/XETYPE-IN 



ELLBETTE 



YOU HAVE. $Q 



press i on 2 





POT ^ RED IH THE VASE 

1, ROMS 2* ROSE 



This is a simple spelling program for children aged 8- 10 
approximately. The program also allows adults to cre- 
ate their own spellings files and save them on disk or 
cassette, so ft can be adapted to suit older or younger kids. 
This version has- a built-in file of 25 records^ created with data 
statements. There are a couple of spare files on Litis Issue's 
disk;- SPARE .RET for the 9 year olds and OLDIES. BET for big 
people! 

PLAYING A GAME 

Try your luck against the ATAKl hi this- dice game. Press the 
joy sUek trigger to toss your two dice. Then bet $5, $ 10, $ 15 or 
$20 that the Atari will get a lower score when M tosses Ms dire. 
The game ends when either player runs our of money r 

The ATARI starts off with $75, but you have to earn your 
betting money first by getting some spellings right: You'll be 
shown a sentence with a word blanked out plus 2 spellings of 
the missing word. Choose between them by pressing 1 or 2 on 
the keyboard. There is a $5 reward for each correct answer 
and there are 15 senien-ces altogether; you press space to 
move from one to the next. 



by 

Ann O'Driscoll 



MAKING A NEW FILE 

r ] tils option allows you to make your own file of 25 new 
records, to be saved on disk or tape. Each record has 3 parts: 

1 L A sentence up to 39 letters long about the word being 
tested. 

2, The word itself, using the right spelling (up to \ e 2 
letters long). 

3. The same word, using an Incorrect spelling (up to 12 
letters long) 

You get the chance to verify each record after Lnput. When the 
records are ready you are asked if you want to save them on 
disk or cassette - jusl press C or D and follow rhe on-screen 
prompts. When saving is complete you are returned to the 
program menu, 

LOADING A FILE 

This option allows you to load and use a previously saved file 
instead of the 25 built-in sentences. Disk users may either 
input a filename or get a Bst of files on Hie disk which use the 
extender .HKT - this extender Is given to all the files made with 
this program. 

You are returned to Ihe menu when the file is loaded in; press 
START at that stage to use the loaded data, 

OTHER POINTS 

The program only uses Ifi ou1 of 25 sentences each time, so 
the spellings tend to vary for consecutive games. 

While the data statements Jbr the built-in records use capital 
letters, the program can also cope with lower case mode which 
may be more suitable for younger users. 

Thai's it! (| 
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SPELLBETTER 



EH 1 ftEM H ttttlTT I lH » fT Ff * w " rti 11 ■immuutttm Mil I Ultim a 

2 REM » 5 F E L L BE ITER ** 

3 REM » ■>¥ 

4 REP* a Ann ft'DriSCOU 

5 HEW ** — " — " 



OF 
GE 
Nfr 
HC 



n 
n 

tt 

HC 6 REM » NEW OTARI US£ifc - APRIL '51 » 

FD 7 REM tifiTtr Jl|ii 1 M niwttrtm iii mm 

HN S REM 

ZR 12 REM SPELLBETTER - — 

BI 3* REM 

anna 



FK 4*J REM 

TO 50 N5 = 25lt-5 = 3*ELA-12!CL0SE tt3 3 OPEM B3 , 
4 # *i"K i M S POKE 7O2 P 64lP0KC 634,0 

UR ** TSS=388!DAT-3a8lPK-***!SCRN"41B3BLN 
K=450 ! BRK=4fcO : FL5H=47#:INOUT-S00 5 CI0 = 5 

50 ; FN Att=600 i G AH^BOO 
OH 70 OXH MM*rMS»LH pB*(M5***-A» *HStl*S«L« 

,. ft$ ILS3 |Q$ tLfiJ ,C*£LA3 ,01*1393 , FILES (14 

J ,<5CS£3*3 ,FLAfiCNS) 
HK 90 SENS 111 = M M ;SENSClfS*L53= f * " ; SENS CZJ 

=SENS;R$~SEN$ ! N$-SENS ! »L*=5-EH* 
US 10* GRAPHICS l*iPGKE 7M,54!P0Kt 710,6 

SPOKE 709 , 13ft:P0KE 7II J 2fl!R0H~3 
MI 110 POSITION 4,3,? 06 ; "play ft gawe"!? 

tt6;" LOAD A FILE"!? H*j" MAKE A 

FILE** $ ? tt6j" END PBOGMH" 

KK 1*0 COLOR 35*PL0T i,B:DRAHTO I7,*!DRAH 

TO 4L 7 j 8 ; DRflMT 0 1, ft :*BA HTO 1**5 POSITION 

4,0!? fffrf'^lillLU^ 11 

KM ISO POSITION *,10!? ltS? tf PUSH LHl«1 TO 

PICK PUSH aUAj TO BEGIW"i LGOSUB BRK 
RT 140 IF PEEK (5327*3 -6 THEN GOTO B0H*100 

0 

U5 15* IF PEEKCM2733<>5 THEN 14* 
CW 166 P0H=RO»*l!lF RDW>G THEN R0W=3 
HP 170 POSITION 4 J RUH:G0SUB 100+R0H ; FOR D 

= i TO 25: SOUND *j 3flj ID, 12 i NEKT &i SOUND 
6,O ff O F 0:GOT(I 140 
l>P 1*3 ? B6{"platH a gait*" : POSITION 4,6s? 

ft& j "EN* PROGRAM" :W£TURN 
AN 104 * i»j»ioad a * * le" : POSITION 4,3i? 

06 S 1tf PL A V A G&ME"!RETURM 
AD 1*5 ? B&j"Mahe * f i POSItlOH 4,4;? 

tie; "LOAD A FILE" i RETURN 
HO 186 t H*^"*nd prOflriB" - POSITION 4,S:? 

06 t 11 MAKE A FILE** J RETURN 
EI 233 REM 

Il_ 300 i-OR TOSS=l TO 1ft! FOR K-Hl TO H2 ST 

EP 2:0! COLOR 2 I PLOT 7+H,£*2PLOT 4+11,23: 

PLOT tO+H , 17 ! PLOT 4+K,17 
UB 31* PLOT 10**1 P 23: PLOT 4+H,20tPLOT 18+H 

f 2*1 OT^T : T-IWT CRNB C0I**6 + 13 I SOUND 8,0,* 

, 15 ; SO UN* *, a M o # o 
PV 320 COLOR OiGOSy* 330+T#S=NEHT H 4 NEKT 

TOSS I RETURN 
KS 3*5 PLOT 7+H ( 2*!RETWMI 

UV 340 PLOT 4*K,23SPL0V 10+H , 17 E RETUftH 
G« 345 PLOT 7 + J€,2OlPL0T 4+X,*3:PL0T Ifl + H, 
17 t RETURN 

MR 3*8 PLOT 4#X,23!PL0T tfl+K , 17 t PLOT *+M, 

17 I PLOT 10 + K j ^3 i RETURN 
JB 355 PLOT 7+K,**iPL0T 4+H**3!PL*T 1B + H, 

17 ; PLOT An , 17 S PLOT lfl+K f £3 S RETURN 
Zfl 360 PLOT 4+K«SB[PL*T 10 + ^,2* 3 PLOT 4«N, 

23: PLOT 10 + K , 17 1 l*LOT 4 + M , 17 3 PLOT 10 + H, 

23 : RETURN 

kj 37? aem MAifMjtCI^MB . i 1 1 9 

GU 30* SEN5tLWCM-l)+l*LS*fN-ll+LENtft*11- 
flS S R$tLA»tN-4.3+l,L^**eN-U+LENtB$*l"B$ ; 
H*tL**tN-iJ+! f LA**N-15*LCN£CSJ J -C* 

ZR 3?* RETURN 

JH 3t« REM 

TO 480 FOR W=l TO LE0 1 5 C 5 1 E POE E SC+»t*H f fl 
SC CSC$ IU, HJ 3 -*2* (A?C CSC* IH * HI 3 <96i : NEK 
T H! RETURN 

« 418 GRAPHICS 0 ■ DL-PEEK t56*l t2S6*PEEK £5 
613! POKE 0L + 3,7& = POKE l>L *6 # 6 3 F*OKE DL+» 
,6:P0KE DL+lO # *SP0KE *L*21j& 
PS 420 POKE DL*^2 J 6 3P0KE 02,0 SPOKE 752,1; 
POKE 700,l3fi!P0KE 7&S>5£:PftKE 7lB,fttPO 
KE 711*S*SG0SU& ftRK 3 RETW*N 



TOSS DICE . 300 - 3C8 



SCREEN fcfQUTTML b 4- Qfl - 



m 4S0 POSITION ff,18 3? *L*jBLS; tPOSITlO* 

O j 1 B i RETURN 
LK 46« POKE 16.64; POKE 53774 , 64 3 FOR P'100 
T* 0 STEP -4 :SOUilD 0 ^ P , 10 12 : NE M T P ; R 

eturn 

FO 47B ? -'HPHESS TO BEGIN" ! PP- 

PEEK 175*5,1 

JEH 480 FOR &-1 TO 28 ! IF PEEK t*327S3 <> 6 TH 
EN NEttT D : POKE 755, 2-PEEK I755> ! GOTO 48 
O 

*0 4?d POP : POKE 755 f PP ! SC* =BL* ! MM=l6B ! GO 
SRB PKtHW^e48t GOSUB PKl? CNR* 1125 J J! HE 
TURN 

CI 49? REM 



TP SOB A=*Dlt tSEN^J ; L = LS«HS ! GOSUB CIO : A=AP 
R CR$J iL = LA*fi5 ! G05U* GIO ! fl-flOR IH$3 : L-LA 
*NStG05UB CIO! CLOSE ttl ; RETURN 
558 10 £0=848 ; POKE I0CB*2 , F 3 HI-INT tfl/7S 
63 1 L0=#"HI*2« ;POKE IOW + 4 * LO : POKE IOC 
6+5,01 

EM £60 HI2=IHT CL/Z**J - LOZ=L-i5B*HX2 ! POKE 
IOCS*** L02 JPOKE 1 0 CB f li H 1 2 1 I ~ LJ S R C ADR I 
hhhSL0E"3 , 161 : RETURN 

FZ 55S REM 

FK 600 POSITION ®,B;? "ARE YOU "I*$j" €AS 
SETTE OR DISK?" : ? "PLEASE PRESS C OR P 



ii 



M ft ME + &3CRECT0RY 600" 759 



AO 
RL 

y j 



QH 610 GET 03,KEY!IF «EY<>67 flND KEY06S 
THEN 610 

MM 620 POSITION * , S : ? BLS:? BLS I POSITIO* 
1,31? B*J!IF lfEY-68 THEN FILE* 11, 21 = i- B 

(Hj| ii DISK"; GOTO 650 
OL 630 FILES- pfc C : 11 ! ? " TAPE" S POSITION O, 6 S 

? "Insert the tape and press PLftY "J si 

F B$Ci,£>="S" THEN ? RECORD"; 
CR 64B "? !? M tKf n press RETURN Oft th# CO** 

puter . " [RETURN 
EK A50 POSITION 0>6 = ? "PI**** INPlif A FIL 

ENAME up to * letters tang. DO not spe 

cify any extender POKE 752 ,0 
PI £&fi IF B$UiU='l M THEN ? !? "TVP* DIH 
to get a list of files on tliP dish w 

hich work with this pragrart," 
OP 67* ? :? "*;";*INP!iT t*16;ASllF AS="DIR 

' ' AND B3C1 # 1>="L" THEN 7O0 
LG 6*8 FILE$C33=A^ iFtLE* tLE«£FILEfi+13=". 

BET 11 1 RETURN 
PD 78* OPEN 113 ,6, B, "P-»~B ET"jP *KE 7Sl»pilP 
OSITION 0,12 3? "PRESS SZHl TO PVCLE 

i-ranrsn to select- : did=-i 

Uf ?18 IRPUT »2,AS;D:j;R=BIR + JL:IF LEH(fl5J<i 

7 WHEN LN=7*B ! GOTO 938 

720" POSITION 0,l*t? "EUSIiECS IK ;ASl3j 
IB) 'GET tt^ P KE^:ON KEY=155 GOTO 730 ; ON 
KEY-^2 GOTO 71*! GOTO 72B 

75* FOR K=T TO 10* IF AS(N,ttJ=" " THEN 
FILE^tS*=ASt3iN^ll ! POP p GOTO 758 
740 NEKT N : FILES (53 -AS 13 ,-183 
7S0 FILE S tLEN CFILE^ *13 =" . P ET" I RETUttH 
OQ 79S REM K^iSI[ni^K!EII^BlH : Ji 
LC 8*8 ? CHRStl25J?"Q H*HG ON.. *0 YOU 
HA NT TO GAMBLE EVERYTHING OH Tt4 

E NEKT TOSS IV/N1 ?" 

010 GET M3 P KEY!Tr KEY0 7B AND KElfOBS 
THEN 610 

B£0 ? CHRS tlWS I SIP *CEY = 70 TKEN 650 
TF 83B MS = "YOWO BET 5 YOUR SfftRT" ! Htt=:041 ! 
(;OSUB PKT»i-3!K2-23:^ GOSUB TSS S TOT1-T + 0 
F ! ? "I THIS IS IT » ■> - . " 
QR 040 FOR D-l TO 386 " NEHT Dl Kl = 43 ! K2-H ; 

GOSH* tssjtot2 = t+*t:bt^si:if totDtotz 
THEN BT^52 

ZQ 058 RETU RN 

OK 8S9 rem iM^ihlUiFiailltoaaM 

50» POKE 752 j 1 : POSITION 8, 17 ; ? fc %3ftftRGH 
- IT'S ERROR «*- "JPEEMI1953 J « HT LINE 

" ; PEEK I1B5J +256WPEE*-* 1*73 
SI* ? "PUSH ETJPflU WHEN YOU'VE FTHE& IT 

UP., GET B3,KEV;IF KEY<>32 TH£»I 980 
S28 OL OS E ttl [CLOSE tt2tli0T0 LN 



AB 



PO 



OZ 



wu 



YH 



ITU ?30 POSITIOH Of 16!? "NUMBER W SPELLI* 
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G FILES ON DISK = "JDIRE? "PUT IN A ME 
M DISK A HP PUSH THE SPACEBAR "J 

UT ?4 8 GFT H3 P KEV:IF KEY<>J2 THEff 940 

HS SSfl FOR ¥=14 TO 17: POSITION 0,Y:? 6L5 : 
NEXT V I CLOSE tt2 E GOTO LN 

HN REM MJlTV^^ | | | M | 

3000 GRAPHICS S:lM, = PEEK«60J+25G»PEE*i 
5611 ; $£-PEEK EBB3 +25&*PEEK CB9* iPOKf DL + 
3 f 71: POKE ,2s POKE T>L+36jZ 

UK 3010 rOlt N = 3B TO 41ePOKF DL +H P 0 ; NEXT H 
2 POKE 752,1 S POKE 709 * £B : PUtib 7iy , UiPdK 
E 82, B: COLOR 1 i SC3="SPELLBEI I ER" 

TG 3B20 WW:r3? GOSUB PKi GOSUB BRK ! PLOT 0,3: 
PROMT C 7 9, 3: PLOT 9 , 3E> : D H A WTO 73 , 35 S COL 
G R 2 

0Y 303©; 5GS="FIR5T YOU MUST EARN YOUR BET 
TING MO MEY" : HW= L68 I fi fl LJ fl PK:FflH X = £5 T 

0 45 STEP 28! FOR Y-I5 TO 25 

CH 3040 PLOT X,Y:&RAHTO K+lB,YiMEKT Y 1 NEH 

GE> 3050 SCS-" . . BY GETTING SOME SPELLINGS 
RIGHT" ! WH-B4B ! GO SUB PK s IF SENS (1,21 <> 
" 11 THE» 3B7B 
YY 3860 ? " M WAIT A MINUTE i + h 11 ; RESTORE 
?0le : FPU N-l TO HS : READ A S , B£ , CS ! G05U 
fl 0AT t NEWT Wt? CHR5{i2»53j 
UF 3870 GOSUB f LSH ! S 1 -4* : S2- 7 5 : CT-B ! FOR N = 

1 TO NS ! FL AG CN3 -B ! NEttT N 

&F 3073 REM — — SPELL 

HQ 38BB 5CS = "Y01J HAUE S-fl** i WW= IB A i G 0 5 U B PK 

LTOfl N-l TO 15 : Kl-2 3 I X2-4 3 ; GO SUB TS5 
TI 31BB fl-INT CRNDTB3 WHS+13 :IF FLM CO J <> fl 

THEN 31BB 

If* 3110 SCS="pRE5S J OR ?"rH«=184 ifiOSUB P 

K;f *EN* CLS*f«-13 +l,rL5^tOJ ; ? 
Ctl 3120 IF RMI>t03>-El . * THHH * »i . "jW$(tfl 

* CO-13 +1, LA*03 j "2 . ' B jH0 £LA* 10-1 J +ij LA» 

Q 1 ! F L A G CHI - 2 I G 0 TO 3148 
UI 313ft 7 "1. "; H$ CL A*CO-l J +1 , L A«Q3 , "2 , " 

j H$ tLB*Cfl-l3 +l # Lft*QJ ! FLAG =1 
EP 314ft GET tt3 , KEY : KK=KEY-4B ! £F KK<>1 AND 

KK<>2 THEN 314B 
UG 3150 IF KK-FLAGCQ3 THEN Sl=5i+5 ! P=3t I 1 

CS-STRS£J511 E WW=L7«i GOSUB PK : SC$="CORRE 

OT* 1P0iI WIN ^"iGOTO 317B 

316& S£:$ = "NO! THE RIGHT ^PELLIKg 15 " : 
SCf «73 — RS C L fl-* CO — 1 J +1 , LflWUJ : P-1ZO 
WW 3178 SOUND 8 , P , 1*^ 12 : HH-&40 ; GOSLI& PK E S 
OUN& a r 8 f 8 # Bi SC5- M PRES5 SPACE ":HW-l£S4 
iGOSUB *m 

KZ 31B4 GET »3,KEY!lF KEVOSZ THEN 3188 
FI 3198 5C5=BL$ : HHH&4B ! GOSUB PK S SCS=BL$ CI 
,l?HHHH84!(i[]MJB PKl? CHRS-C12SS; : NEK I 
H 

BI 320B FOR P=l TO 14: SOUND B w P*15 , 10 , IB S 

SOUNl> 1 , 15* CI 5 P J j IB, BiFOR D = l TO 1BSK 

EKT l>; NEttT P;SOUNC> • # 0*# J A 
ZY 321B SOUND 1 * 0 j ff j B ! POKE 788 # 139 ; POKE 7 

0^ J L4;IF ^1>0 THEN 3380 
MO 322B f " YOU &IBN 1 T MAKE ANY MONEY TH 

ftT TIMES";? "tPHrsS MWif TO TRY AG A 

IN" 

HU 3230 ON PEEK€5327S3=B GOTO 100! GOTO 32 
38 

PP REM BETTER 

TP 338B SC5-"T05S YOUR l>ICE AND THEN BET 
THAT . . . "IWW=168 : GOSUB PKEFdR X-& TO 6 
5 STEP 28 ; FOR Y = 1S TO 25 3 COLOR 2 

NH 3314 PLOT K f V i DRAHTO X +18 , Y r NEXT YtNEX 
T X E SCS"* f THE ATARI HILL GET A LONER SC 
ORE" SHH=G4Bt GOSUB PK ! GOSUB FLSH 
33^8 SCS^"YOU HAVE 5" ; MS CL 1= N f505? + 1* = 
STRS CS11 : 14M-161 : GOSItB PK i SC£ = " AT ARE HA 
S S75"!WH=l81t&05UB PK 

XH 3330 POKE 657 ,6!? "PRESS THE JOYSTICK 
TRIGGER" : POKE 637,18!? "TO TOSS YOUR 0 
rCE fl 

KD 3350 IF STR1GCB3=1 THlzl* ^358 

&B IF CT>& AND CT/7=INT tCT/73 THEN G 

OSUB G AH! XF KEY=«9 THEN ? CHR$C125) ; 1 G 

OTO 3438 



QT 33G0 ? CHR$ C12S) i ! Xl-3 fX2=23:G0SUB Tbi 

1 TOT1 = T + OT ! BT = 5 : B#fH-2B : IF S1<2B OR S2< 

20 THEN BMX-S1»CS1<S2I+S2*CS2 <=S13 
BE 3378 5£S-"Y0Uft B£ T \ £ 5 h " ? MU= 641 r GO SUB P 

K ; SCS-"MAHlHOM BET : 5" : £* S J =5 t p£ ^ 0H 

X9 ! HH-86L ! G0SU8 PK 
OM 33BB POKE 657,5:? "MOUE THE JOYSTICK T 

0 CHANGE THE'" TPOKE 657**:' "STAKES THE 

N PRE^^t THE TRIGGER" 
SG 3J9fl BT = aT + S«I (STICK IBJ =14 AND E3 f (BMKJ 

1 -5*CC STICK C03 =13 AND BT>95IiF0R D=l T 

0 15 : NEXT D 

OE 340B SC5=STRS CBT5 : SCS CLEN45C53 +13 "I 
WW- 552 i GOSUB PIC 1 IF STRIG C83 =1 THEN 33? 
8 

UH 3414 7 CHR$ C1253 J I Hl-43 ! XZn63 : GOSUB TS 

S; T0T2=T+»T : CT=CT+1 
PS 3438 IF T0T1>T0T2 THEN 51 = S1 + BT 3 SZ = 52 - 

Bf: P = £5 :? 41 YOU tfIN I "7 : A$ = "THE ATARI 
HAS "I GOTO 3458 
HK 3448 S1=S1-BT E S2^S2+BTJ P-125 S ? " THE A 

TARI «INS! «| lA^="YOU HAVE " 
flP 3450 SOUND 8 f P # iff, 12 ; SCS-STR^ CS1> : SGS I 

LEN CSC^I +1J =" -:HE4=171;G0^U0 PK : SC$=^S 

X AS « S23 : tt$ CLEN +1 > =*■ " 

F2 34BB WM=1^2:&0SUB PK : ^OUNO B,0,8,B;SC$ 

= BE 5 ; WW- G 4 B ! G 0 S U D PK 
00 3470 TF SL>8 AltD S2>8 THEN ? "PRESS MM 

WSM TO TOSS" : GOTP 3358 
MU 3490 * ftSj-'MO MONEY!";? «>*THC GAME TO 

OK "?CTi" TURNS 11 j S IF CT = 1 THEN ? "+ 11 
HN 2508 POKE 706, 40 TPOKE 7#?,2SEFflir V = 1E 

TO B STEP l:50UHt> B H 32 , 1& , U 3 bOUND i.Z 

7 r 18, V! SOUND 2,20,18,0 
CJ 3528 SOUND 3, 43, 18, FOR D=l TO 15 ! NEK 

T E> £ NEXT V:5C*= ia >> PRESS FIRE FOR T 

HE MEHU < <" ! HH=Mi : GOSUB PK 

JZ 3538 IF STRIG CO} =1 THEN 
HR 3540 GOTO 1BO 

MO 488B GOSUB SCAN ! POSITION 2,0:? "ok I et 

5 toad 4ip"lLN = 4AA0!TRAP 908 
MR 4818 B£ -"LOAD INfc FROM 1 *! GOSUB FN AM : OP t N 
til j 4i 12B*FILEt EF = 7 : GOSUO INOUT ! GOTO 1 

08 

GF 4939 REM Ml ?A M JgWitU J J 3W^»3Tf J»m.MBl 

SH 588B COSUB ^CAN : POSITION 1,0; 7 "Vtakinw 
a new file" : POSITION 0,6:? "This opti 
on anaws you to create m file" 
FK 5818 ? "ctf 2S records to be savetf on d 

1 Sk/t ape" : POSITION 3,18!? "BO YOU MAN T' 
TO CONTINUE IY/H]?" 

LG 5820 GET tB,KEY;IF PCEY<>70 APfD KEY<>OS 

THEH 1828 
RY 5B?0 IF 4CEV=70 THEN 180 

BO 5848 SENS £13 =" 3 SENS CHS*L^3 =" "$SEN$t 

23 -SEN5 ! RS-SEN5 ! US=SEN$ ! ? CHR$ C1253 J "R 

ECORD NUMBER! " 
RG 5B50 ? "MAXIMUM SENTENCE LENGTH ! 3* LE 

TIERS MAXIMUM WORD LENGTH: LETT 

ERS**;roR Y = T TO 14 STEP 11 
FH 5B60 FOR tt=28 TO 3?; POSITION XjYit CHR 

$C131»;;NEXT MlNEXT Y i FOR N = l TO NSrPR 

SITION 13,0 S? N 
VIC 5888 POSITION 8, 16 E ? "El] INPUT A SENT 

EKCE ABOUT THE WORD ; " ; ? r INPUT 

IF AS=*»' THEN ^OSO 
G Y !5078 POSITION 8,51? A$ E GOSUB BLHK 
LN $100 7 "C23 NOW INPUT THE CORRECT 5PEI 

LING: "af ; INPUT «l6;0*i5F B5="" THE 

H 58 SB 

8L 5118 POSITION 8,9!? "RIGHT SPELLING 2 11 

:BS: GOSUB BLHK 
CM 5128 ? "E31 NEXT INPUT AN INCORRECT SP 

ELL TNG; ":? E IHPUT IF CS="" THE 

H 5118 

JH 5138 POSITION 0 £ 2 E ? "WRONG SPELLING! 

" E rS : GflSUP DLHK 1 ? "ARE YOU HAPPY WITH 

ftECORb NO * n ;N;" CV^N3^" 
RY S148 GET *#3 , KEY " TF KEYO70 AH0 KEY<> 69 

continued 4 
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Great Graphics ... 

Great Music ... 

Great Challenge ... 



AMNESIA 



by Robert Stuart 

Try this superb 'Concentration' type 
program that wilt test your powers to the 
limit This is one of the finest versions of 
this type of program ever seen on the 
Atari with some superb animated 
graphics and excellent music. 

Straightforward to play, lovely to watch 



The Issue 49 Disk contains this BONUS program as well as all the program listings from this Issue all 
ready to run. Disk subscribers will have already received ttieir disk but it is available separately for 
just £2.95. Treat yourself to one. Available from PAGE 6. P.O. BOX 54. STAFFORD. ST16 IDR by post 

or by telephoning 0785 213928 and using your credit card 




SPELLBETTER 



THEM 5X48 

TP SXBO GOSUB BLNK;FOP Y-B TO 12 STEP 3;P 
OSITION e*Y;7 BL*:MCKT ¥ ! POSITION 

i ? 

Fa sioo if *Ev=7ft them for g-i to ssssoun 

O 0, 50, XO r 12 ; NEKT Dl SOUND 0 „ », 9 . B : GOTO 
5BBB 

FN 5178 GOSUB DAT: TOR D=l TO 15 : SOUND BjZ 

« r 18 J 12 ! NEKT D;SOUNl> B J 8 , 8 J 0 I MEXT N 
HU 5188 ? CHRS (125 J J ;GOSUB BR It i ? "Ok 1et5 
±,ave then 11 

Kr 5i30 B$ '"SAVING 0N'MLN = 51&B = T(fcAP 908 :G 
OMJB PHAHt OPEN iti , 8 , 128 , FILES : F -XI : G05 
UB INOUTZGQTO ?B 

an G?9? rem ■M?i»i!<f aainnii liM | |Tr»MM 

EH &Bi?B GRAPHICS 6: POKE B?,2iP0f(E 752, 0:E 
MB 

9SBB P.EM ^ ' 

AL 98X8 DATA I PAY MV OH THE ftlfS EUE 

RY DAY- # F AttE , FAIR 
DU 9B20 &OTA THE BOY THE BALL . , THH 

£Hi THROUGH 

Is 5838 frATA MOULD VOU LIKE A OF CM 

DCOLATE?, PIE P PEACE 

VI 9848 DATA ABE 12 MOUTHS TM A YEA 

, THERE, TMCXB 

HU 9050 DATA THE THIEF TRIED TO 

BAG . , STEAL, STEEL 



THE* 



FH 9868 DATA THE PUPPV MAGGED HIS - *,T 

AIL j TALE 

9870 DATA ARE YOU TO STAY IIP LAT 

E? , ALLOWFD , flLUUO 

FR 9888 DAIft THE SUM SfiOHE IK THE . SK 

Y . , BLUE, BLEW 



SHEET LEFT., 
_ IN *HE GAR 



COI XH 



HOW TO R 



HAND . , RIGHT 



THE. DOORBELL RIM 



RR 9090 DATA I HAVE ONLY 

OME , MOM 

HZ 9188 DATA HE PICKED A 

DEM. r FLOHER J FLOUti 
BO 9118 DATA THE HE A T HER IS 

UIHTER . , QUITE , QUIET 
PI 9128 DATA MY TEACHER 

E AD . i TAUGHT, THOUGHT 
CIP 9138 DATA THE POLICE CAME TO THE 

- , SCENE M SEEM 
FT 514U DATA DID YOU THE BUTTON OH TH 

L COAT?,SEH>SOH 
SK 3150 DATA THIS 15 NY 

j WRITE 

LU 9188 DATA CAN YOU 

GING? , HEAfl, HERE 
HR 9178 DATA HE BUG A _ 

. j HOLE j HHDLE 
Y£ SiflB DATA HE ALL HAD 

PARTY . j GREAT, GRATE 
HA ?I38 DATA SHE HAS AM 

OL . j. tiOUR , OUR 
UP 9208 DATA I GOT A « 

TMA5 , , NEK, KNEH 
VK 9210 DATA THE TREE MAS VERY TALL 

. , GRtlHN , QUO AN 

TJ 9228 DATA THAT BRIDGE MA&E OF 

. , STEEL, STEAL 
OM 9238 DATA THE VULTURE IS A BIRD OF 

_ ■ , PftE Y , P R A V 
FA 924fl DATA SHE PUT A RED XM THE OA 

SE. j ROSE , ROHS 
GE 9250 DATA HE BOUGHT HEW XH THE S 

HOP p , CLOTHES, CLOSE 



IN THE GROUND 



FUN AT THE 



LATE FOR 5CHO 



DIKE FOR CHRIS 



8-E 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES 



SPEED ZONE 



If you're a shoot 'em up 
fanatic, SPEED ZONE is 
going to go down a treat. 
It's a no nonsense, dodge "cm 
and blast em vertical scroller 
of the traditional variety - no 
gimmicks, no frills., Just 100% 
fast -pared action! 
According to Mastertronie,. a 
region of space known as the 
Sarek-Kholinor Anomaly, or 
'Speedzone' for short, is an 
area notorious for mysterious 
disappearances a sort of Ker 
muda Triangle in space. A 
survey ship has been de- 
spatched on a mission to in- 
vestigate the problem, but no 
sooner does it enter the 
Speedzone than an ominous 



Title: SPEED ZONE 
Publisher- Mastertronic 
Price: £ 1 .99 cassette 
Players: 1 
Loading: 5' 15" 

Reviewed by Paul Rixort 



blip appears on the long range 
scanners. Visual confirmation 
reveals an cnemv vessel, bur- 
sling with armaments. Then 
more, and more , . . Without 
delay, the survey ship's defen- 
sive Starfire attack craft is 
launched, and guess who's in 
the cockpit?! Trigger linger at 
the readv ... The battle is onT 

if 

As you'd expect > the purpose 
of your mission is simply to 
blast the ever- persistent 
waves of incoming nasties. 
They arrive on screen from all 
angles before lining up in for- 
mation and invariably swoop- 
ing menacingly towards you. 
You can move the vessel to a] I 
areas of the playfield but can 
only shoot upwards, If you fail 
to avoid collision with an alien 
your energy level, denoted by 
a bar at the base of the 
screen, Is considerably re- 
duced. If you run out of ener- 
gy altogether you lose a life, 
but fortunately there are two 
held in reserve. This double 




buffered" lives technique adds 
a great deal to the playabLlity 
rating of Speedzone. 
The graphics are quite weD 
done, although they could he 
a lot better. The background 
consists of a fairly simple 
scrolling starseape and a 
small topical symbol, which 
changes after each stage. On 
the first level It s a planet (or a 
Pancake?) and subsequent 
symbols include a 'Dr. Who" 
Police Box and a Satellite. The 
design of aliens and the Star- 
fire ship is rather a visual dis- 
appointment, especially when 



compared with screen shots of 
Lite Spectrash version on the 
inlay. It's a pity that program- 
mers of 8-blt conversions a I 
ways seem to ignore the Atar- 
i's superior capabilities. 
Sound effects aren't exactly 
overflowing in abundance but 
at least they're of a reasonable 
quality. 

If you're looking for another 
good shoot 'em up to add to 
your collection, SPEED ZONE 
should be high on the list of 
possibilities. Minor gripes 
aside, this is one of Mastertro- 
nic's better efforts. 




WINTER WALLY 



Percy the Penguin has a 
peculiar problem! 
Whilst out for his reg 
ular morning stroll, he accide- 
ntally (alls through a hole in 
the ice and becomes trapped 
in an underground maze of 
freezing caverns. He desper- 
ately needs your help to 
escape from the dangers of 
deep crevasses, low-flying ice 
blocks and moving icebergs. 
In case you hadn't guessed. 
WINTER WALLY is a platform 
game based on Penguin Per- 
cy's exploits to avoid an Ley 
fate. The quest is divided into 



a series of individual screens 
and the objective on each is 
simply to work out the best 
(and usually the only) way to 
negotiate the obstacles with a 
combination of waddles, 
bounds and Jumps, The 
hazards require a pixel perfect 
jumping ability, an accurate 
sense of timing and in particu- 
lar a good measure of persev- 
erance. There's a time limit on 
each screen so you have to be 
quick too, although you can 
freeze the action if you want to 
take a break. Some of the 
ideas are quite original but the 



problems are easily solved by 
trial and error - especially 
since an undocumented fea- 
ture allows you to Select (hint) 
the starting level from the title 
page. A1 first the game seems 
quite addictive but the big dis- 
appointment comes when you 
complete the ninth screen and 
simply get transported 
straight back to the beginning 
again. There's no endgame 
sequence and no increase in 
difficulty on the second cycle - 
so no incentive to play again. 
The author of Winter Waily - 
5te% r e Macilwee - was also re- 
sponsible for Monkey Magic, a 
game reviewed in the last 
issue and also published by 
Alternative Software. Both 
products share the common 
characteristic of being good 
ideas that appear to have suf- 
fered through a rushed im- 
plementation As lar as the 
graphics are concerned. Win- 
ter Wally isn't exactly a mas- 



terpiece of visual engineering 
but its clear and colourful 
screen designs are no worse 
than dozens of other budget 
games 1 could mention. The 
sound . likewise, is basic but 
adequate. 

It's a shame that Winter 
Wally wasn't developed into a 
comprehensive platform game. 
As 11 si a nds, the game will 
only appeal to those players 
who don't expect to progress 
beyond the ninth screen for a 
long while to come, [f you're 
the sort of person who can 
solve Bounty Bob Strikes Back 
without resorting to cheat 
codes, I'm afraid this one's not 
going to challenge you at all. 



Title: WINTER WAlLY 
Publisher: Alternative 
Price ; £ 1 . 99 c assette 
Players: 1 
Loading: 5' 10" 

Reviewed by Paul Pixon 
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8-BIT GAMES - 8-BIT GAMES - 8-BIT GAMES 



RUFF AND REDDY 



R'LrFFAND REDDY IN 
THE SPACE ADVEN 
TLIRE is one of a new 
series of games from Hi Tec 
based on famous Hanna-Bar- 
bera cartoon characters. With 
original 8-bit material in such 
short supply. Hi Tec deserve a 
lot of appreciation for their 
continuing Atari support. 
The space adventure begins 
when RufF and Reddy agree to 
test Professor Fhpnoodles 
Pocket Rocket At blast off 
something goes terribly wrong 
and the rockel spins Wildly 
out of control, eventually 
crash-landing on a distant 
planet inhabited by small blue 
aliens called 'Lilli-Punies\ 



Title: RUFF AND REDDY 

Publisher : Hi Tec 

Price : £2,99 cassette 

Players: 1 
Loading: 1430" 

R&yi&WQtt by Paul Rixon 



These turn out to be anything 
but friendly and tell Ruff that 
he won't see Reddy again un- 
less he can rescue all the LillL- 
Punies who've gone astray 
whilst exploring their planet. 
Without much of a choice. 
Ru IT embarks on the hazar- 
dous search to help free his 
friend. 

The game is a multi -screen 
arcade adventure set over four 
areas of the alien planet. Each 
level includes puzzles to solve 
and varying amounts of aliens 
to collect . There are also 
bonus objects to watch out ibr 
but the important thing is to 
find all the Lilli-Pvjnies before 
the count-down timer hits 
zero. Naturally there are plen- 
ty of obstacles too and you 
need to figure out a way of 
negotiating these without 
making contact. You only have 
three lives in reserve and 
when these are gone, you're 
forced to re-start from the very 
beginning. The First level is 




reasonably easy after a bit of 
experimentation but the sub- 
sequent stages become in- 
creasingly more complex. 
Although the graphics are 
generally very good, they're 
not a patch on the C rummy - 
dore screen shots shown on 
the cassette inlay - as we all 
know, there can be no expla- 
nation for this other than a 
lack of programming effort, On 
the plus side, the joystick re- 
sponse Is excellent and page 
flipping between screens is 
verv fast - as of course It 
should be! It's also very 



pleasant to encounter some 
music and sun nil effeeis of die 
high standard that has been 
sadly lacking from many re- 
cent budget offerings. 
Ruff and Keddy is a hugely 
addictive, fun and well imple- 
mented arcade adventure of 
the sort that hasn't been seen 
for far too long. Next issue, 
we ll take a look at another 
release In the series. Yogi's 
Great Escape. Keep an eye 
open for Hong Kong Phooey 
and Atom Ant - both are said 
to be coming soon for your 
Atari. 





TRIES U 
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MAD JAX 



Another in the series of 
Red Rat Software re- 
releascS from Hyte 
Back. This particular one was 
due to be called Death Racers 
but Atlantis Software pipped 
Red Rat to the post with a 
similarly titled package, so It 
had to be re-named. 
MAD JAX is described on the 
cassette inlay as an 'adrena- 
line pumping, heart stopping, 
hard driving, baddie stomping 
shoot -em- up\ but don't get 
too excited or you could be in 
for a disappointment. The 
story explains that the earth 



has finally succumbed to 
man s destructive influence 
and the remaining humans 
have been forced to set up 
domed cities to escape the 
surrounding radiation. These 
are now being attacked by a 
mysterious aggressor and 
youVe been asked to go and 
put a stop to the nonsense. 

The game could be described 
as a horizontal version of Spy 
Hunter - your objective is to 
steer a vehicle through a con- 
stantly scrolling landscape 
whilst avoiding or eliminating 
the inevitable motor maniacs 



you meet en route. Unfortun- 
ately, in addition to travelling 
at the speed of a learner com- 
bine harvester driver on a par- 
ticularly icy day, your vehicle 
has the considerable disability 
of a fuel consumption to 
match - and that s assuming a 
verv leakv fuel tank! If s there- 
fore vitally important, to keep 
an eye open for extra supplies 
and to be especially careful 
not to mistakenly destroy 
them. Additional lives and 
weapons can be obtained 
similarly by driving over the 
corresponding symbols. AL 
first you're armed with a slug- 
gish front- facing cannon but it 
can later be upgraded to pro- 
vide rapid-fire in two direc- 
tions. 

Towards the end of each 
stage the vehicle enters a twis- 
ty "city* section where the aim 
is to dodge a series of moving 
barriers - there are no adver- 
saries here but no fuel sup- 
plies either, so if you forget to 



lill up in advance then you're 
heading for disaster! Succeed 
in reaching the base at the 
end of a stage and you move 
onto another where the nas- 
ties become a little more 
vicious. The scenery, however, 
remains almost identical - the 
graphics and sound in general 
leave considerable scope for 
improvement. 
Mad Jax is by no means a 
bad game but its not as 
appealing as some of Red 
Flat's better known releases. It 
starts off rather slowly but 
gets more Interesting in the 
higher levels, so perseverance 
is the key to getting your 
money's worth of enjoyment. 



Title: MAD JAX 
Publisher: Byte Back 
Price : £2.99 cassette 

Players: 1 
Loading: 15' 30 

Reviewed by Pouf Rixon 
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TOP 10 BUDGET 
CASSETTES 



1 



I 





TOP 10 CASSETTES 



F-15 Strike Eagle ...Sold Out 

Kick Off 7.95 

Hawkquest 7.95 

Mig Alley Ace 7.95 

Plastron ™, 7.95 

Time and Magic 9.95 

Colossus Chess IV 7.95 

Spy vs, Spy Trilogy 7.95 
Black Lamp ...... ...... Sold Out 

Platform Perfection 4.99 



GAMES 



Cass. Disk 

Kick-Crff 7.95 1 1 .95 

Smash Hits 1 - A & 7 (each) 6.99 

Living DaylighlS 2.99 4.99 

Spy v& Spy Arctic Anlics Z.99 3,99 

Spy vs. Spy Trilogy 7.9(5 9.9b 

Polar Pierre 4.99 6.99 

Mr Robot 4.99 6,99 

EtetaLyrae 499 6.99 

Bouldcrdash 2 2.99 6.99 

Arkanoid 9.95 

TrailbldHZer ........... 9.95 

Sola Flight 7.95 

SjfytHM!Hr £.9u 

Rescue on Fractu las 6.99 

BaNbiazer 

Rampage „,„,,„,, 6.99 

Platform Perfcdion 4 99 

Spindizzy 2.99 &.99 

Touchdown Football , 6.99 

Sprtline 40 B.jg 

DraconuS 2.99 6.99 

Druid „ 4.99 

Brian dough's Football Fori 8 95 1 2. 95 

Pooyrin 4.99 4.99 

European Super Soccer 4.99 

Hard Hat Mac 4.99 

New York City 4.99 

Crumbles Crisis 4.99 

Freaky Factory 4.99 

Starqualts .„„ 4.99 

Pr^ppie 2 4.99 

Laser Hawk ,,„„,„ 4.99 

Colossus Chess 3 4 u;j 

Sidewinder „ 4 99 

Joe and 1 lie Nuclear Caverns 4.99 

Nuclear Nick 4 99 

Knockout Baaing 4.99 

SurisUr 2.99 

Guthbert Goes WalkabOul .. 2 99 

Mig Alley Ace 7.9b 9.J5 

Winter Events 9,35 

Night Mission Pin ball ... 6.99 

Jump Jet 6,99 

International Karate 6.99 

Pitstop II $.99 

Montezuma s Ke^e-ue 4.99 

Alari Compilation 4.99 
l'5 games - Star Raiders. Tennis etc). 

ftauiiMel *■ Deeper Dungeons 9.9b 



TOP 10 DISKS 



Flight Simulator II 14.95 

Silent Service — 9.95 

Sargon III Chess 6.99 

□raconus 6.99 

Kick Oft 11,95 

Mini Office II ™, 14.95 

Hawkquest ........^ 12,95 

Infiltrator 6.99 

Plastron 9.95 
Bop V Wrestle iMM 6.99 



ADVENTURE STRATEGY 



Flight Simulator II 

I I :.i ! Sim. Scenery Disks 

Nos 1 -7 each 

Questran 

field or Fire 

Hollywood Hijirts 

Jlnxter 

1 niie fi Wayik 

Lurking Horror 



Cloak ot Dealh 

Guns linger 

Eternal Dagger 

Theatre Europe 

Carrier Force 

Panzer Grenadier .... 

Battlecrusier 

Warship 

Vielnam 

Conflict In Vietnam .. 
Crusade in Europe . 
Decision m the De&er 1 
Colossus Chess 4 
Kennedy Approach . 

Hawkquesl 

Cu11hrna|s 

Zork 1 .,. 

ThB Count 

Pirate Adventure .... 

Scapsghosl 

Silicon Dreams 

Jewels of Darkness 

Rebel Charge 

Super Huey 

Lancelot 

Sary on III Chess .... 

■Gettysburg 

Knights o1 the Desert 
Nato Commands i .. . 

U.S.A.A.F. 

Colonial rjonuutsl .. 



UTILITIES 



Disk 

Mini Office II H 95 

Ala n Writer PI us . . .. 29 9 r? 

Planetarium 16 95 

Cut 'n' Paste E J6 

Visicalc -9.95 



Cass 






14.95 




9.95 




9.95 




7.95 




9.95 




9.9fi 


.. 11.95 


11.95 




11.95 


.. 11.95 


11.95 


.. 11.95 


11.95 


.. Z.99 






9.95 




14.95 




11.95 




16.95 




16.95 




16.95 




19.95 




9.95 


.. 11.95 


14.95 




9.95 


. 11.95 


14.95 


7.95 


11.95 


.. 8.95 


12.95 


.. 9.95 


16.95 




9.95 


a m 


9.95 




4.9B 






!! 12.95 


12.95 


.. 7.95 


9.95 


.. 7 9t5 


9.95 




19.95 


!! ^.95 


11.95 


■ i 


11.95 




&,99 




1995 




995 




9.95 




U95 




1G.95 



XL XE CARTRIDGES 



Missile Command 7,95 

Slar Raiders 7.95 

Galaxlan 4.99 

American Foofball 7.95 

Tennis 7.95 

Food Fight „,,„ 4.99 

Donkey Kong 7.95 

Pole Position 7.95 

Ms, Pacman 9.95 

Star Raiders II B.95 

Loderunner 7.95 

Barnyard Blaster (lightguni 7.95 

One on One Basketball .... 7.95 

Battlezone 7 95 




David's Midnight Magic 7.95 

Archon „„. Bllir 7.35 

Rescue on Fraetulas 7.95 

Moon Palrnl 7.-S5 

Ro&Otrofi 2034 7.95 

Joust 7.95 

H.E.R.0 7,95 

River Raid ,„„,«, 7.95 

Meoa Mania 7.9S 

Dreadnaugh! Fador .,, 7.95 

Designers Pencil 4.99 

Rally Speedway 7.95 

Eastern 1 ront 1941 7.95 

Skywriter „.,, rilir 4.99 

Qi* 7.95 



FULL RANQE OF ATARI 2668 
CARTRIDGES IH STOCK 



TOP 10 ROMS 



Designers Pencil 4.99 

Pacman 7.95 

Archon 7.95 

Galaxian 4.99 

Star Raiders 7.95 

River Raid 7.95 

Pole Position 7.95 

Star Raiders II 9.95 

Donkey Kong Jr. 9.95 

Food Fight 4.99 



Space Rider Jet Pack Co,„. 2,99 

Yogi & The Greed Monster.. 2.99 

Slinky s Scary School ... 2,99 

Joe Blade II 2.99 

Yogi's Great Escape 2.99 

Head Over Heels 2,99 

Sidewinder II .., 
Boulderdasn IV 
Chuckie Egg 



2.99 
2.99 
2.99 

Football Manager ......... 2.99 



■ I II lit! hi t. r. ■ ■ r. 



BUDGET CASSETTES 



ZeppeHn 

□raconus 

Mi rax force , ...... 

World Soccer \, , 

Phantom 

Zybax 

Speed Ace . 

Las Vegas Casino 

F i u it Machine 

Sidewinder 

Fantastic Socce* 

Kflnny Ualgh&h Sfi^^ftr Man;igur 

Ninja Commander 

Blink/s Scary School 

■ k>i:ky Wi ::i.in H^i i Tl-i 

The Living DayllgMs 

Mountain Bike Racer 

Hi-Tec 

Spy vs. Spy 

Spy vs. Spy Island Caper 

Spy vs. Spy Arclic Antics 

BciuldflrdasH IV . ....,,„ ,,. 

Space Rider 

Yogi S The Greed Mons1a r 

Run 'n' Fietfdy ......... 

Yogi's Great Escape -,.„..- 

Byte Back 

Robot Knights ........... 

Jet Bool Jac* 

Tlmtsilp 

Aslrodroid 

Speed Run , 

Spate Lobster 

Fighter Pilot 

Dreadnaught r , 

Space Wars 

Planet Attack 

Mad Jax „ , t 

Roulalla Simulator 

Cosmic Pirate 

Warcgpter ,,, 

Screaming Wings 

Exploding Wall 

Little Devil ,.,,„,,.. , 

Tomahawk 



? 00 

2 m 
? 00 



98 



? 9? 
2.M 

2 m 

2.99 
2 0-0 
2 99 



99 
99 
99 
99 



39 
93 
99 
99 
3-9 
99 



99 

39 
39 



39 
39 
9-0 
99 
99 
99 
99 
39 
2.99 
2 99 



Codemaslers 

Fruit Machine Simulator . ., 

8 M.X. Simulator 

Triirismukr 

fted Max 

Grand Prix Simulator .., 

Advanced Pin ball Simulator 

KMX 

Gauntlet 

Footballer ot the Year 

Hardball 

Hit Squad 

Gnaen Beret 

Arkanoid 

H«ad Over Heela 

Dawn Raider 

D'jfi-n Hijcc 

Pre Golf 

Panife 

League Challenge 

Pol Hole Pele 

Spooky Castle ., 

Daylipnt Robbery 

Tllan 

Periscope Up ,,„ r 

Encounter 

GuiUKjrilfir 

Crack Up 

Survivors 

":jpy n' Robbers 

Leapster 

Vu- ki-y Mjgic 

Soccer tlJ 

Caslle Top 



- r, G 

? Rq 

2.99 
2 99 
?.99 



1.98 
2 .93 
99 
39 
99 
99 



99 
99 
1.99 
? 39 
99 
99 
*9 



Who Dwiv Wirii II ? 39 

Sp inc Uzf 2. 96 

Pro Mo un1a in Bike £.99 

Atarisoft 

Speed hawk 7 99 

Twilight World 7 39 

Heartache 2.39 

Ttlunderfox 7 99 

Slingshot 7 99 

AdYenturesofl 

10 Little Indians 2.99 

Secret Mission 2.39 

Arrow oF Death 1 2.39 

Anow OF Death 2 2.95 

Gol'Jen Vuyeqe ;■' 99 

Mystery Fun House 2 39 

Strange Odyssey 2-95 

Wizard of Akyrz 7 39 

The Time Machine 2.9g 

Adventureland 2 

Circus 2 

Escape from Pulsar 7" ,, 2 

Perseus and Andromeda 2 

The Counl .,.-,r...r 2 99 

Voodoo Castle 2 99 

Waxworks „, 2.98 

Firebird 

Video Classics 2.39 

Mada Blatta 1 

MreroRhythm 1 

TUmst 1 

Chimera i 

Piay$r$ 

Stratosphere ..„.. tll 1.99 

Tanium 1 99 

Dizzy Dice 1.99 

Bubbte Trouble 1.39 

■Joe Biadt II 2.39 

Mi&ceiianews 

Star Wars 2,99 

FOolball Manager 2.^9 

Swp*rman 2.99 

River Raid 

Tapper ,.. „..,. 

Chu iri i= bgg , 

Tank Cammender 

PoQcrlKin „, „, 

Boulderdash 2.99 

Boulderdash II 2,99 

Darts hi 1.99 

System ?! Pools 2.9<d 

Turl form 2.99 

Mast9rtrortl& 

Masterchess 

Prn1ec10r 

ftevenge II 

CiystalRalder „,„ 

Amaurole „ 

Action Biker „. 

Vegas Jackpol ,,„,, 

Kikslart 

Colotly 

Feud 

invasion „ r 

On Cue 

Lasl VB 

Mutant Camels 

Milk Race 

Frenesis 

Panther 

Sidewindei M 

Despatch Rider 

Hover Bower ,„„ 

MolaculB Man 

Gun Law 

Speadzone 



2.99 
2.99 
3 BE 
1.-99 
2. 



1 99 
1 99 

1 99 
1 



Ghosibusicrs 
Henry "r Hons* 

laC! 

Bern blu sion . 



1.99 
^.99 
2.99 
1 m 

2.99 
1 
1 
1 
1 
1 
1 
2 
2 
1 
1 
1 
1 
2 

i 

1 
- 

2 
? 



.99 
.99 
.99 
■99 
.93 
.99 
.99 
93 



99 
99 
99 
99 

.99 
.99 
99 
99 
.99 
,59 
7 99 
1.99 
2.99 
1.99 



219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 20D m**m 
Telephone (0543) 466577/8/9 



Ml 50}) to orders Im than £ 5. DO. An prices correel ai 
lime o1 jrj-ing to press. Arj^ss nt Visa orders welcome. 

Please arid E1 per Hem far overseas 
Please make Cheques or Postal Orders payable to 
"MILES BETTER SOFTWARE" 
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8-BIT GAMES 



8-BIT GAMES - 8-BIT GAMES 




One oi" the unexpected 
side-effects of the de- 
cline in commercial 
8 -bit support Is the improved 
av ailability of software that 
might have otherwise been 
forgotten in the mists of time, 
MAXWELL'S DEMON and 
MEMORY MANIA were re- 
leased as one package by US 
company Gentry Software in 
1983. both games having pre- 
viously appeared on the Data- 
soft label P It's one of several 
titles that have recently be- 
come available In the UK at 
greatly reduced prices. 
The concept behind Max- 
weirs Demon couldn't be sim- 
pler. It consists of a blank 



Title: MAXWELLS DEMO 
Publisher "Sentry Software 
Price: 44,95 disk 
Players: 1 
Loading: N/A 

Reviewed by Paul Rixon 



j 



screen with a so lit! binder lulO 
a central vertical division. 
Bouncing around the screen 
at high speed are a number of 
solid and outline circles, rep- 
resenting hydrogen and 
helium molecules. The pur- 
pose of the exercise is to sepa- 
rate the two molecule types 
]nin Lheir respecUvr halves tit 
the screen, by first positioning 
and then opening a "Demon 
Gate' in the central division so 
that molecules of one element 
can pass through to the other 
side. Obviously, you have to 
he careful not to allow the 
wrong type through. In case 
you're wondering why anyone 
should want to separate 
helium and hydrogen mole- 
I cules. the answer is that Max- 
well's Second Law says it can 
be done (although it doesn't 
say it's easyt) and this is your 
chance to prove It. And doesn't 
it make a relaxing change 
from zapping aliens? 
Memorv Mania is based on 




the popular sliding-tile picture 
puzzles. There are a number 
of pictures stored on disk and 
having selected one you can 
choose the number of pieces 
you'd like it broken into. Hit 
the button and Hey Presto! ■ 
all the bits get thoroughly 
scrambled up, leaving you to 
sort out the muddle by man- 
oeuvring the segments into 
their original locations- If you 
LiH sluck you cai^i call up the 
completed view or if it s getting 
late [isn't it always?) a partial- 
ly solved puzzle can be saved 
to disk for continuation at a 



later date. 
Both Maxwell's Demon and 
Memory Mania use high re- 
solution graphics and the 
technique known as 'artifact- 
ing 1 to achieve extra colour. 
This trick isn't too successful 
on the British PAL TV system 
and the result is a stripy 
black-and-white display, but it 
doesn't really detract from 
gameplay. Both games are ex- 
tremely straightforward, but 
in terms of addietiveness and 
lasting appeal they have got to 
be recommended. Mind you 
don't get hooked! 




lit 

. i ■ ■- 



FOUR GREAT GAMES 3 




m± ^ ot one, not two, bul 
nJ FOUK GREAT GAMES 
X m from Ty nesoft . Well , 
that's the claim on the pack 
aging anyway - predictably, 
some of the games turn out to 
be greater than others! 
PHANTOM is unquestionably 
the highlight of this compila- 
tion. The game Is set in a 
series of buildings which arc 
viewed from overhead to reveal 
a maze of rooms and pas- 
sages. As a professor of astro- 
physics specialising in psychic 
phenomena, your mission is 
to battle through hoards of 
ghoulish inhabitants to reach 



a transporter in the basement. 
You can zap the apparitions 
with a blast from your nuclear 
accelerator' but isotope power 
re -fills are few and far be 
iween. Alien contact results in 
the rapid increase oi" your 
ECCi rate - if It exceeds 99 you 
become a ghost your sell! The 
tendency of nasties to sudden- 
ly appear where you can't 
avoid them is a trifle 
annoying, but excellent music 
and graphics compensate for 
the loss in pi ay ability . 
For those who'd prefer some- 
thing more traditional, RE- 
BOUND is an original adapta- 



tion of the old VCS favourite 
Tennis. The basic idea Is to 
keep a ball bouncing back- 
wards and forwards between 
two players who are each 
equipped with a Joystick-oper- 
ated bat- The unique feature 
of Rebound is that the screen 
is split into two halves, giving 
each player an end -on 3-D 
perspective viewpoint. The 
court is bordered by humor- 
ously animated spectators and 
the Intro screen accompanied 
by a super tune by Richard 
Munns, whose previous work 
lias featured in several Red 
l*at titles. 

In COUNTDOWN you're en- 
rolled to help Commander Zak 
dodge radioactive particles as 
he attempts to colled the 
necessary tools to disarm a 
deadly bomb. At first the task 
seems a doddle but on higher 
levels there are roaming nas- 
ties, hidden tools and several 
other distractions. The fourth 
game. CANNIBAL, was first 



released In 1983 by Birming- 
ham-based CaJlsto Compu- 
ters, It s a ladders and levels 
game similar to Broderbuiid s 
Apple Panic, which was re- 
cently cloned by Atlantis. Your 
job is to guide 'Arthur 1 around 
the platforms, dig holes to 
trap the pursuing nasties and 
wait in readiness to whack 
them over the head with a 
shovel. Despite the game s 
age. the graphics are surpris- 
ingly good! 

Four Great Games? Well, not 
quite, but certainly a great 
value- for money package at 
under a pound for each title. If 
you don t have Phantom or 
Rebound, this compilation is a 
must! 



FOUR GREAT GAMES 3 
Publisher: Micrwalue 
Price: £3-99 cO$$«tte 
Players: 1/2 
Loading; 11*45" (max) 
RGview&d by Pout Rixon 
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FOR SALE 



MAGS 4 BIT&l PAGE -6 mags 3 to 
20 and 22 id 35, Alan Use* mot 
ST} Vol.1 No. 4 ID VOL 4 NO, 7 1 1 2 
per vol.'. Parallel interface, S-bit 
Atari To printer. Reasonable olFerS. 
Phone Stoke-On-Trem 0782 
312&62 

XL SYSTEM: Atari BOOXL, XC12 
and Phonemerto recorders, 1 poyS* 
tick, 1404- games, cass. and can. 
Ma^S. Selt lor £t00. Write 25 Phi- 
lip Road. Kerdray. Barrsley. S. 
Yorkshire S70 3HE 

$D0KLl Atari 600XL with 1010 data 
recorder, 2 joysticks (one Qmck- 
snot^, varous nagazineE. £230 
worth or games. Wl sell tor £140. 
Buyw collects ur splhs ooslaga! 
contact Nick (071&6) fl32ZQ9- alter 6 

1029 PRIKTER: ALari 1029 primer 
plus 10 Pnnt and Pnnlers Dalight, 
£6&. Tel. John en 021 745 2256 
evenings 

XL SYSTEM: S0CXL wi- duUm 
wltn ^C12 dala recorder, 1050 
disk drive, over E1 50 worth of 
gama& {disk and cassette) plus 
various magazines i|New Alari 
Usar eic). manuals, £220 o.n.o. 
Will not spin. Tel. O602 72460 

130XE SYSTEM: "30XE, XF551 
drive 1 023 printer with 2 spare 
ribbons, touch table! all leads, 
manuals, boxed as new. Mini 
Office It, Alariwrilef*. 10 Print, 
t amily hi nance?.. Home Filing 
Manager, Maslerlype, Soto Fbght 
and other games. £2£0 o.n.o. No 
splils. buyer collects. Write ID fl.S. 
Gibson, 39. RiCfwnonrj Road, West 
Wimbledon, London, SW20 0PG 

DISK DHIVES; Two 1050 disk 
drives. 1$0XE computer (some 
keys nol working), BOO computer, 
manuals, dust covers and over 30 
boxed original disk $arnes. Sell for 
£180 No spJd if poss. BL yer cc 
lects. Tel. Runcorn (092B1 5G054Q 

6-BIT BARGAINS: 1050 disk 
drive, immaculate, Disks^DOS, 
£95 CXB5 DJug-in keypad end 
Bookkeeper Account disk system, 
excellent, £30 Atari lighlpen, sty- 
lus, graphics ROM, manuals etc. 
£25. Mierosort Baste, CiO. 
Assembler and menual £10. Plus 
more. Details Tel. 0743 249094 

BOOKS & SOFTWARE: Sound & 
Graphics, 130XE Machine Code 
books, £10. Rerewargames (cost 
£35+ each), Kampgruppe, Sons of 
Liberty, Battle o1 Stolon eic. £20 
each. Paperclip, Te-xt Wizard. Syn- 
Ule, XL e.nr word processors and 
databases plusc sk gai'its. £4. 
Ca&seltes, £1 ,50 (onginaks only). 
Details 0743 249094 

BOOXL; Atari @O0XL (Revision C 
OS>, £30 inc. Phone Mike on 0302 
834410 

XL SYSTEM; 800XL computer. 
1050 Disk drive, XC 12 data recor- 
der. Atari Artist and Touch TaWel. 
Trakball. 2 joyslicks. games on 
cassette and disk. £200 O.n.o. 
Phone 0225 3314B& after 6pm. 
Buyer collects or pays postage. 



XE SYSTEM: 6SXE computer, 
1050 disk drive, 1029 primer with 
spare fib&on, XC12 cas&etla. iwn 
joysticks, educational and games 
on many disks and casseites. All 
power packs, leads Oooks and 
manuals. Also two BOOXL corncu- 
1era. WMI sell lor £300 or will split. 
Please phone (03£B) Dorchester, 
Dorset 6S2276. Ask ?or John. 

GAMES: Compendium or 20 
games and udlUlles, commercial li- 
fts, All formats. XL'XE software 
including NatO Commander, Turbo 
Basic and Draconus. All boxed 
with instructions. £35, no spills. 
Phone Hiehard QB1 570 063& after 
opm. 

MACS & CHIPS: Atari User rragy 
2 ne&and games. 29 ongjnal 
games on disk plus 7 utilities, £35, 
40 2&Sk memory chips. 5Qp- each. 
20 256k SIMMS, £3 each. All 
o.n.o. Phone John 0903 SI 5240 

BOOKS ETC.: Touch Tablel with 
AlanArtisl ROM, Of Iglnal box £20. 
: irsl XI ftfl Word Processor, 
Speedscripl 3.1 (inc Compute! 
dish.), Mini CHftce II. £10 each. Pin- 
bell Construction Se1. CokJUrs- 
pace. Firsl Steps With The Mr. 
Men, £5 each. Paint. £3 Books in 
mini condWon - flevisad Mapping 
The Alari, Tech. Rel. Notes I'd ped- 
aling SysienV Hardware Manual, 
Third Book of Atari, SAMS Atari 
4O0.'EQO Programmers Reference 
Guide, do each. Tet. (0742) 
5S1605 (evenings; 

CASSETTE SYSTEM; 65X6 , dala 
recorder, Iols -of magazines, £150 
worth of games. Buyen" must col- 
lect. £175. Phone 804 7020 after 7 
pm. ask for Glenn 

HARDWARE: 130XE inc Comou 
ler House Comroier card. >tCl2 
cassette deck £6S. P:R: C-onnec- 
lic-n se'»al'para »el inturrLice £45 
Replay 2Bi| sampling kit, £30. 
Grephisc AT Printer 1,'F £20 Maga- 
lines - PAGE 6 Issues 2 - 35, Atari 
Monitor 5, 6 and 3-21, Alan User 
1 - 42. 17 early Ante mags 75p 
per magazine. Fting Keivir* 0293 
77&40E 

XE GAMES; 19 cassetles for £^0. 
No splils. For full list wrile to Tsoe*. 
Yin, 16 High Stree-1. Grimeshofpe, 
Barnsley^ $. Vorics. S72 7LS 

BOO SYSTEM: Aiar a-DO i4aki 41 C 
program recorder, S50 inleriace, 
1050 disk Orlve, Basec, Assembler 
Editor and AlariWrHer carlridOflS. 
DOS and Microbasic disks. 2 Bun- 
com Shk Stick joyslicks, many 
books and magazines and odd- 
menls. Offers over £160. Colour 
Monitor (E10O^ and Smllh Corona 
qualify printer (£200) also avail 
able. Reduction TOf whole rjeck- 
axje. Write 10 Mr. E. Rice. 66 Vef ■ 
non Drive. Stanmore. MK3rJx., NA7 
2BT. Phone 061 427 3034. 

1XE SYSTEM: Includes 130XE. 
XC12 recorder, manual, adapter 
and all Ihe leads, catles etc. Orle- 
aiso includes 27 games and Simu- 
lations woMti up 10 £9Q. Ah 1he 
equipment plus games are in ex- 
cellent worH^og order. Al 1or £l 50 
Phone 051 S31 6209 {evenings 
only). Buyer collects (Merseyside 
area) or pays lor posiage. 



30XE SYSTEM; 130XE l^kcam- 
puler, 105O disk dnve. XC12 dala 
recorder 1 D27 letter qualKy primer 
with ink, two 1027"S nol working for 
spares, lots o1 magazines, some 
Alan User, PAGE 6 1rOnl Issue 1 10 
date, Iols ol SOrlware on disk, tape 
and cartridge pius serious soft- 
ware. Everything 1uHy bo^ed mc- 
all manuals and joystick. £230 
o.n.o. the lot. Phone Dean 021 *72 
0073 aher 6pm and at weeKende. 
Must sell! 

COMPLETE ATARI SYSTEM: 

130XE, 10SO di&l; dnve, 1027 Jetler 
quality printer anct^Cn cassette. 
Hu^e box of manuels, magaz nyS, 
software inc. Mini Olfice. Buyer 
collects (Es&ex|. C^DO o.n.o. Tel. 
0702 616S12 

XE CONSOLE: Keyboard, XC1 2. 
101 0 (faulty], 3 joysticks, Hghlgun, 
100-^ games. 7 manuals, loads o' 
mags, leads, calalogs. all boxed, 
all original, adventure maps, 
Assembler Editor worth £4100+. 
Sail For £170. Buyer cCAedS. Tel. 
10256) 47774B (Simon) 

VARIOUS: Mercenary Second 
City. Alternate Reelily, Music Con- 
struction, Mappmg The Atari. £5 
each. Pawn, Zc-rk 1 £7.50 each 
MOII, Alari Wriier PtuS. £1Q each. 
Magazines m Oinders, 6 et £4 
each. Plus books, ROMS, C lan- 
guage. Swap lor Hltcrv-Hfcers- 
Muyni nnllficf-- cr p^= ys posla^l 
Clrve. 09O3 755462. evenings.' 
weekends 

XL SYSTEM' SOOXL computer, 2 
XC11 data recordefs. " 020 printer 
plotter. 2 joyslicks. 50 games end 
all 1he necessary leads. £120. C 
Corlcn, 9. The Rtdgeway, Hitehin, 
HeilS. Tel 0462 435225 

102S PRINTFRr Programmable 
dot main* pnitef 1or Alan 8-bit 
machines. Efsceltent C&ndllMn, n- 
cludes manual, spare ribbon and 
original packaging. £75 0-0,0, <in- 
cludes pOStagef- Tel. Alan on 
(0269) S&3935 alter 0 pm. 

COMPLETE SYSTEM: Atari 8 CO 
plus cassette, G0OKL plus 105O 
disr; dr vo p.us i.-:ri?.Fel:e oadd es. 
joyslick, Technical Relerenee 
NoleS. Oe Re Alert, £ Compute! 
booKs, lape and disk software, 
magazines. £296 o.n.o. May split. 
Reac ng i0734;. 4203" 9 evemr^s. 

XL system. h.:juXl, 1050 disk 
dfive and Phonemark and 1010 
data recorders. Lots at gemes on 
disk and lape plus jpysric*s, leads, 
menuals, disk box and many 
■SSUea of Atari Use? - and PAGE 0 
Very good COrxJilKSn. £150 O.n .o. 
Phone Graham on (0543) 671 206 
afler & pm. 

XL SYSTEM: SOOXL. 1C50diS* 
drive. Atari and Compelilion Pro 
joysticks, disks, Jewels 01 Dark- 
ness, Trivial Pursuit eic ROWS: 
Rally Speedway, Pacman eic. All 
V.G.C. £~0 o.n.o. Phone Sieve 
0243 373695 

MAGAZINES: Good home wanted 
1or PAGE 6 Nos 1 - 43 and Atari 
User Vol 1 No. 1 to Vol. 3 No. 3 
with binders. All free to 1irSt one 
who collects Ping 061 463 2490 



XE SYSTEM; 65XE, XC12 lifted 
* lh ^omtjr L'iSBrj worth of solt- 
ware, 3 joyslicks. IrackbalS, 1020 
prinler, magazines and some 
soaraS. Everythung boxed. £160. 
Mr D Woods, 24, BeagleswODd 
Road, Pembury, Kent. TH2 4HX. 
Ptwne 089992^2^706 (evenings^ 

AT AH I STEMS: BOCXL. 65XE, 
XF551 disk drlsre, 2 XC12 recor- 
ders, ovef £400 worth oF soltware. 
includes leads, manuals and 
ROMs. All for £195 o.n.o. For quick 
sale. No splsls. Phone 40369 
evenings and weekends- Buyer 
collects or peys pos'ege. 

XL SYSTEM: BOOXL With Control- 
ler card. 1050 disk drive. 1029* 
printer, cassette deck, touch tablet. 
£4 r 000+ SOlhvare inc. business 
and utilities, spare disks etc, AJl m 
superb condition Too mwch la list. 
£350 o.v.n.o. Will splil. Phon* 
John 0354 5401 B 

F-1 5 STRIKE EAGLE: F-lS Slrike 
Eagle simulalor, XL'XE cassette 
complete wiih manual. Duplicate 
gin, never used. £5.50. Phone 

07$2 516200 

ST SYSTEM: 520STFM with 
disk drive, mouse and mat, joys- 
tick, dust cover, masses of soft- 
ware inc games, word processors, 
daiabeses, RPG's etc. in lockabte 
bo*, all manuals, everything in im- 
maculate condition. £205- Rinfj 
(East Grinstead) 0342 327072 

MAGAZINES: PAGE 6 Nos. 7 ( 10, 
12 - 23, 29 - 36: Monilor Nos. 6, & 
• 14: Atari User first 20 issues. Tel 
0272 620640 

ST SYSTEM: 520ST computer 
and mouse with Panasonic KX- 
3' 31 daisy wheel printer. Cumane 
second drive, SAGE Accountant 
business program {won't! £100). 17 
1u1ly boxed games, AM in immacu- 
late condition. OFIafS £375 o.n.o. 
Tel. Cannock (0643) 505644 

XE SYSTEM: 35XE pack with 
XC12 daiacorder. 2 poyslicfcs. £G0 
worth of games and loads 01 (old) 
mags. £65. Te*. 0&65 50371 2 

XL SYSTEM; SOOXL, 1050 disk 
drive. 1027 pr "der. d LKmjij ViSi- 
ai'\i jny&liCk, A ROM games, 
various disks, books etc. £175, 
Tel. Sieve James on DS1 334 5552 
afler 6 orr. 

XE COMPUTER; 65XE with XC12 
daluCOr'der and 1wo joyslicks. Over 
£1-00 worth oF games. In excellent 
condition w«1h or»gina< boxes. 
Oflers around £100 please. Ring 
Northampton (0504} 5621 Si or 
virile te Tom Dickerson. 61 . Stoke 
Road. Ashlon, Nonhams NN7 2JN 

MAGAZINES: PAGE 6 No. 2 (Feb 
63), Amic Vol. 4 NO. 2 tJun S5) - 
Oflers? Atari Traknall - £7, Firsl 
X Lent Word Processor £15, 
Prices inc. P&P Wrfre 1d Paul, 17. 
Spring Road, CliHon, SheflDfd, 
Beds. SGI 7 5RE 



1029 PRINTER: Soxed. complete 
with all cables, manual. Original 
Free software (Atariwriter on disk 
and screen dump) extra sohware 
written by me, Five spare ribbons. 
AlanWriter manual printed oui. Ex- 
ce.:ent condition, £50. Phone 0296 
72140B 

XE SYSTEM^ 130XE. 1050 OiSk 
drive, XG12 tape deck, software or 
disk, tape and ROM. lew copies of 
New Atari User, |oysticK. Quick 
sale needed. £100 o ri 0. Buyer 
collects or pays postage. Phone 
WolverhamplDn .;O902) 745752 

XL SYSTEM: 3O0XL, 1050 drive. 
SS0 interiace, 1010 recorder, joys- 
hcks elc. PAGE e Issue disks 1rom 
23 10 dale, Mini Office II and many 
commercial and PD disfcs and cas- 
settes, too many 1d list, afl wilh 
supporting instructs, £399 o n o 
WlH deliver in Southern England, 
Ring 0903 776942 atle*' 6.30 pm. 
(Sue&eoc) 

XL SYSTCM: 8O0XL wilh XF&51 
disk drive, TAG 2 joystick. XCt2 
tape decJ^ plus 90 good games on 
tape and disk, 30 maoazines and 
loads of listings on disk. Worth 
£500 Bargain al £220. Will splil. 
Phone Paul on (0734|i 551303 

ST SYSTEM: 1040STFM 1Mb 
RAM, 1Mb disk, modulator, manu- 
als, mouse, joysticks, £300 worth 
of software, word processors 
DTP, graphKJS games, magazines. 
Excellent. £320 everything 9 p'n 
printer extra. Tel 001 777 2S73 

XE SYSTEM; t30XE. 1050 disk 
drive with Archfver chip and joys 
lick, afl boaed AppfOM. 240 disks 
and Ease B cartridge. £210 o.n.o. 
Taritelk, £10. Phone 051 54!j 49^i 
(Merseyside) 

XE SYSTEM: 13QXE and &10 disk 
dnve and software e1c. £150 o.r- c 
80OXL (not wortyng) plus 1010 and 
tapes C*0. Tel. 031 516 44&5 
(llford, LardorH 

DISK DRIVE: Anyone interested in 
an Atari &F3$* drive (Sor ST no 
manualk il doesrit work on my XL 
Will swao tor 105O drive end I will 
add £20 but you can buy il lor £20 
Write to Arnold Bonlsema Wiba- 
naheerd 366, 9736 ND. Groning- 
en, Holland 

MAGAZINES; SI WorlC Hcmerly 
■ST User) maga for sale, Compleie 
se1 From Issue 1 to Issue 36. Atl 
maflS »n mint corvdirton. Any offers? 
Tel. John on Bamsley <0226 r 
7676B5. evenings ptease. 



WANTED 



1029 PRINTER GUIDE: Owners 
guide lor 1029 wenled. Phone 
Alan, NorthampJOn {060*1 71Q2$S 
anyttme 

CASSETTE: XC 12 data ca&selte. 
must be in perfect order and dean 
Please ring 075? 7092B1 evenings 



MOKE OVERLEAF 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP . 
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AMAZING 



■ ! 



MAZES revisited 



We forgot to include the diagrams which should 
have accompanied John Sweeny's article in the last 
issue, so here they are. 
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Figure 2 



Figure 1 



Sorry about that, John, and our apologies to all those who may have been cot\fused 




contact extra... contact extra ... 



WANTED 



DISK DRIVE: 1C5H *.1h Transdisk 
IV and DOS 2.f> iar £30 (I am a kitf 
getting £5 a week^. for mare detail 
phone 0702 75201 and ask kir 
Yawer 

AMATEUR RADIO: Can anyone 
supply a "Packet" program for trw? 
TjC-BSX terminal T N.C Please 
ring Harry on rj7$7 47313& 

DTP WANTED: PrintShop plus 
Companion, Page Marshall or 
NewStahon preferred. Phone or 
write Kan Law. 3. Guilhavon Val- 
ley, Wilha-m, Esses 

D|$K DRIVE: 1 050 disk dnve, 
must be in good concision with 
leads and manuals. Will pay £60 
(max} and poslal expenses. Ptrone 
Richard on Eire <0902) 76679 
(evenings) or write to 26 Autiurn 
HaigAilS ANone, Cc . Weslmealh , 
En 

GERMAN LANGUAGE: PleaSa- 
can anyone help m&? I am a 
GCSE student Studying German 
ard urgently need to gat hold oi 
the- "Conversational German Lan- 
guage' program produced by 
Longrman or any olhef equivalent 
Gentian LANGUAGE programs 
and accompanying ligature suit- 
abte for 1h* 65>CE. I will pay a lair 
pn«. Phone 07B2 516200 



XL WANTED; with casselte 

recorder I am disabled and look 
forward in sparging many happy 
hours vrflh same. I have a flames 
system. Reasonable pnee please. 
Phone 07633 or write to 

Jean Circuit, 12 Bulgr-au a, Long 
Marton Road, Appleby, -Cumbria 

cAieexz 

DISK DRIVE; 1060 warned in 
qood sorting order with manuals 
and leads. Will pay up to £50. wrrle 
to Simon Pennington, ShanGri-ta, 
Green Lana. Barrow Upon Hum- 
ber, S. Humtoside DN19 70P 

CIRCUIT DIAGRAMS; Circuit dia- 
grams wanted for 010 di&< drive 
for aid in lauh diagncsiy We.jkd he 
mosl gratelul and prepared to pay. 
Cpl K.R. Ml 43 SON DET. Oper- 
alion Granby, BFPO &41 

ATARIWfllTER: On ROM wanted 
T«|, Basil 031S S73430 

SOFTWARE; &rjrt software wan- 
led Sea Dragon, Ultima 1, De- 
iu*e Invaders, Choplifter, Bandits. 
Musi be- in good condition and in 
oripjinal packaging Good prices 
paid 1c* ftaeh. Tel. Stuarl on (035B) 
42744 

DISK DRIVE: Suitable 1or use with 
eOOXL. Preferably W. MlrJS area. 
All reasonable prices considered. 
Tel VVoherhamplon <09Q2| 
735160 ask lor Mark 



PENPALS/HELP 



TRI-LINGUAL PENPAL; \ would 
like- to hear 1rom any &-rjrt or ST 
user in IK: world who can write m 
Spanish or Italian (English loo o1 
course^. 30 C'mon boys and girls 
atari writing! All letters answered. 
Contest Cartas 0'EfWle, 14, GafiS 
3lreeL. W/hyalla Norrie, 5606, 
■South Australia 

USER GROUP: I have siariad a 
user group For cassette users. 11 
you are interfiled 1hen please 
send a 3erf addreSsfrd envelope 1c 
Leeds Ca&satte Users Group. 14 
HOllin Hill Avenue, Leeds, LS$ 
3PP 

XL KC PENPALS: I huvu 0 fi^E. 
10&0 drive and XClE tape deck. I 
have 204 cassette games ur-d tots 
Ol games and programs on disk 
and would liKe 1o swap hinis, 
flames etc. Write 1& John Cooper, 
210, Larger Lane. ChesleMield, 
Deroyshire 

AUSTRALIAN PENPAL: 24 year 
old user seeks UK a U& Alari &-bit 
penpals wilh dnve for chat, swap 
etc. Interests - Atari. Guitar, Dr. 
Who, Adam AnL Electronics. Write 
'o u Lilm SlecyK, 51 Maysion $1ree1. 
En4 Hawthorn. Vic. 31-23- Au- 
slralia 



PENPAL: I'm a 12 year oti GOOXL. 
SOOXL and tape user. I would like 
10 swep hints, 1lps etc. Anyone in- 
terested write 10 John HubbOCX, 3B 
Coniler Close. Walton, Liverpool, 
L9 1 JW 

XL'XE PENPALS; I have two 
aOOXLs lone with 256k). a 105O 
drive- with US Doubler- and a 1029 
primer. For the games player I 
have loads and loads ol hinis, lips 
and maps and for the mora serious 
u&or I have loadsa uffliUes. <espe- 
Cially Inr disk drives wilh up- 
gradesf. I have my own upgraded 
version o1 the Suport> Digiial Editor, 
it works better than the origwnaJ 
Conlact Daniel Nyft, 22, Winches- 
lar Road, Bury Si EdmuntSs. Sul- 
10lk IP33 HOT. Tel. 0204 7$065S 

SUSPECT; Clues warned for In 
Focorrt'-S Suspeci. I have pJenty of 
evidence but can't convince the 
delfldlve 1 ' Please -contad Clrwe 
Moon, 7 Orchard Avenue, Lancing. 
WeSl Sussex, BN1& 9EA 



FOR SALE ... WANTED ...PEN PALS .. 



CONTACTS WANTED: I have an 
BCOXX and 105O drive and would 
like to hea - ' Iron anyone iniere^ied 
is swapping hints, bps. ideas etc. 
All lotters answered. Wn'te 10 
James Sohotiekl. 21 Dulverton 
Gardens, Coitingley. Leeds LS1 1 
OUF 

HELPLINE: Still going Sironrj 
Drop m6 a line anylime. Now wilh 
nfiwsietle". ''/e loads oltips, 
Cheats and maps Let's all do our 
bit to keep the XL'XE akrv«. wriie 
to 133, Townsfteld Road, westh- 
oughlort. BL5 2NT. Tel. 840725 
ask for Deah 

PENPALS: I have en 3O0XL, 1O50 
drives plus 1029 prinler. I would 
like to hear «rom anyone inlareslad 
In swapping hinls, tips etc- Alt let- 
ters answered. Write to Ray 
Robertson, 19, Lmlebury Grean, 
Basildon, Essex, England. ES13 
I PA 
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CONTACT is FREE of charge and may be used by 
any genuine Atari enthusiast frjr cont acting other 
owners. Any notice may &e included except those 
offering software only for sale or exchange or thote 
offering items; for sa]R commercially. The Editor 
reserves the right to omit any notice received at 
hfsi disc region, 

Send your CONTACT notice to COMTAjCT, PAGE G, 
P.O. Bojc &4, Stafford, STie 1DEL Please write your 
notice on a freparate sheet of paper, not as pa.rt of 
a letter. 



THE ACCESSORY SHOP 

ISSUE 49 



SERIOUS 
SOFTWARE 



This issue we have managed to discover some more software that will 
enable you to use your XUXEfor more serious applications. There are 
a number of word processors for you to choose from, in fact word 
processors from the most simple to the most complex - the choice is 
yours. Also there are a couple of good comms packages for either the 
beginner or more advanced comms buff together with one or two more 
educational titles. As always we are able to offer these items at 
considerably less than the recommended price. 




DISK 
ONLY 



ATARIWRITER PLUS 

Perhaps one of the most well known word processor s 
lor the Atari, thK disk version comes complete with a 
built in spell checker aod will alsu accuss Che extra 
memory of the lJOXE. Provides column editing, 
print;* in multiple columns, accesses the International 

«:.- 1 ijlc ; k-1 l-i w1 and much Einue "I In n" is cll>I 

Printer Driver creator enabling any printer to be used 
r'ulK, MariuriliT Plus is a very powerful word prtn 
cessor combining virtually every feature you could 
rirujuire with ease of use. 

Original Price £29.95 

OUR PRICE £9.95 



GiurilKs 
intiAiiY 




ONLY 



PRINT SHOP GRAPHICS 

The official PKINT SlltJP Graphics Library compris- 
es three separate disks each with 124) graphic and a 
printed out reference guide of I he new icons. Disk I 
covers Holidays Sptfvial Occasions, Sports and more, 
l>isk 2 includes Jobs, People. Plates, Hobbles and lots 
mure whilst Disk 3 covers Business, Symbols, Mythol- 
ogy and others. These are all top c|uulily graphics fin 
Ihe uriiiirwl llnnk-rhun(l Piini Shop packaiiiau., 

Original Price £12.99 each 

OUR PRICE £4.95 ea ch 



SPECIAL ■ BUY ALL THREE FOR JUST ffl.95, 



mism*. 




CASSETTES 



INVITATION TO PROGRAMMING 

THREE PACKAGE OFFERS 

i jivsi/lH- ilw ts viking, Iti ItflTl Basic proRrnni tiling h\Mtt nevtr 
had ll so easy! Alongside Ihe fin* 1 pn^iii icmn isii fwKiks we h\nv 
W4- iin- mm jIiIl- Id differ Lhn 1 full \hrve pan LmiLiliun 
I ii Programming scries. c*imprisinn. Kl Vtl tzwiiK* ;ind two 
uurkbiHik*. T\w wricMniturh FandanUTlflls, Writing Vijur 

Own Programs and an ininiiliiLiiAii tip Sound and Graphic, 
Witli |lie» =9 l 1 1 1 ; 1 1 . i.ni-Hcrc*nL examples ymir prunruiiuniiin 
Iiiii Kk ■■'■ill ciirm.- n1i\f ami yuu "ill Ih- *rhina tour own 
pntgrunm in nn Li int. Sunt SO procram nrinv :il nur liar^nin 
priet! 

Original Price £32.97 

OUR PRICE £5.00 




TELELINK 



ROM 



The simplest to us* comms package ever available* 
just plug it in and ^o! Telelink Is a bask, nn frills; 
milium nidat ions program 1 1 ■ l 1 1 ■■'.ill h;iw Mm up .mil 
nipninp, Ln no time, [deal for simple access of your 
local Hullcliu Ikuird or for access lo the major Inter- 
national Information Services. Optional dump of buf- 
fer to a prinler. The most naslc uf facilities I mi She 
simplest and ipiiLkcsi lo use comma program avail- 
able. 

Original Price £14.95 



CARTRIDGE OUR PRICE £4.00 



LETTER WIZARD 

For those who need a litlle more sophistication Ln a 
word prneessur. Letter Wizard gives you all of I he 
basic features you would evpeet plus mail merge, 
print of selected pages, headers and fiiolers. automatic 
pa^-e numbering and a whole host more print for mai- 
ling st^Les. Although set op for Epsuu cnnipatihlt- 
priutcrs or the NKt" W>23, control cudes can he sen1 
direct lo the printer. Comes w llh ail easy to learn and 
use manual plus a handy Quick Reference card. 

Original Price £19.95 

OUR PRICE £8.95 




DISK 
ONLY 



LETTER WIZARD 

WITH SPELL WIZARD 

All the features of Letter Wizard uullined above but 
1. 1 1 in pick- w i1h hi 3^.l1tm word dictionary and the abil- 
ity to create your own special dictionaries by adding 
unrecognised words. Now your word processing can 
take on a new. dimension. Only limited quantities are 
available with Spell Wizard so please indicate if you 
will accept Letter Wizard only In the event of this 
being ^ild on! (difference in price will he refunded I. 

Original Price £29.95 

OUR PRICE £9.95 




DISK 
ONLY 



TEXT WIZARD 

If snu riiml iK-utl a ^cn powerful ^ord processor but 
-i ill want lo use your Atari to help with producing 
written documents Text Wizard could be the answer. 
A simple to use and easy to learn word processor thai 
has the ba*k fen tores such as search and replace. 
iikao and duplicate text and straightforward print 
formatting including double column print out, The 
print Commands are set for Kpson compalink prin- 
ters. Text Wizard will get you printing without getting 
you confused. 

Original Price £29.95 

PRICE £7.95 




DISK 
ONLY 



TELETALK 



An excellent telecommunications package that has not 
been avail a hie tor some time. This was one of the first 
full-featured comms packages and n in fad. saw sterl- 
ing service with PAGE 6 In sending all of the typeset- 
ting for early issues Oier a modem to the typesetters, 
We can cerlaiilh louch that this wurks wdl* Ml The 
features >ou cnuld want fruni a comms pada^' plus ji 
few you oii^ht not have thought of. 



Original Price £14.95 

OUR PRICE £6.95 




DISK 
ONLY 
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DISK 
ONLY 



TIME and MAG IK 



Three of Level 9*s Tamous adventures irn one 
package. This includes LORDS HI TIME, 
RF.I) MOON and THE PRICK OF MA<xIK lfl 
give you mum hours of puzzle suiting, and 
exploration of the unique worlds created b>' 
Level V. All these ^mm^ have received I up 
reviews. Now yuy can try them at a very 
special prior 

Originally £11.95 

OUR PRICE £5.95 



BASIC COMPILER 



Compile yuur Hank programs intn h?i)2 matJiine- 
code! Unl ike other c om pliers w hich require a. separate 
run Unit program the Palflsnft llasie Compiler Cre- 
oles Hland ajoite prr^rams in machine ttMjt with the 
added benefit of nlsn creating assembler file* ihm can 
hL L u*ed with n|m?r Assembler programs. Ccmld he an 
ideal way In learn Assembler, just write a mutine In 
Bask, ti i m pile il and study the same mulinc in 
Assembler I 

Original Price £29,95 

PRICE £4.95 




DISK 
ONLY 




PAINT 



DISK 
ONLY 



An excellent painting program that was recom- 
mended for children as well as adults when 
released. Very easy to use with all the ream res 
you rnij^M nn-fJ from an art package together 
with a very good manual that goes on 10 *s- 
plain tht 1 rulnl iunsliip oelween arl and compu- 
ters. Excellent for children and ol equal value 
fur adults, Be creative! 

Original Price £16.95 

OUR PRICE £5.95 



TAIL OF BETA LYRAE 

Our A-Z of Atari Software series says M The ultimate 
'Scramble 1 dune with superb graphics and music. 
This humdinger uf a horizontally sernlLinfc shoot 4 em 
up was written by Philip Price, and the musk was bj 
(iary fiilhertHcm. The) luler wenl nn to write I he 
* Alternate Reality" game*/ 1 Thi* \s nne of the few 
original 'classic^ rifcht up (here uith the tup arcade 
Karnes of all time. Give j>our eyes, ears and reactions 
an urlfbrfiel table I real [ 

Original Price £7,95 

OUR PRICE £1.50 Cassette 

£3.00 Disk 




DISK 
or CASSETTE 




Book 1 ' for the Atari 8-bit compute™ art now beto-ming 
vrry difficult to obtain *-itb almost oil the Compute? 
tides now out of print SO are very pleased U* ha%* 
bteti abie to secure a vttppiy of same of the miy British 
books ttviiinf the XLJXE range, Don't he am off by the 
tow prices, vre art only passing alttng. Ihe enormous 
Kavi'ntfjt we have been aide tu obtain. Alt these book* are- 
brand new ami mast arc shrink wrapped so yvu wilt find 
iftetn #i tup tfuaiiiy. If yon are inter exied in prAfgram- 
miftft -with your Atari almost oil »f these books writ hetp 
m %ome "nuts and fit ikf-sr pricei yau ean afford to 
experiment? 

Please ii-Ot* that because ol ihe high casl o1 pasling 

books ciders will only Ibe accepted II th* £1 -QD 
postage charge shown nn nur c-rder form is included 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

This bonk went tiul uf print J yHfl ajl« iind v,v have 
be*n searching fur fl replacement tver hint*. We arc 
absululel.s drllfilih'd tci have found more s(nw.ks nf «ne uf" 
Oil' tH^I hi^inner 1 * buukh v>vi published. Over Ihe past 
CQUple: of years wlii'im-itr ^oniMinc bus phui»«il hH' a 
he-|iinnerh buuk un prngriiniming we have advlsrd then Ihh 
trv mill find a w*oiwl hand fuin "F 1hK Isnnk - now yuu 
CM huj It nni:* u||jin, brand new* By Ihe end uf Ihi9 
l-MHfck ymi'U lnu viriliUfi .^rnwn prin^r-uniM. iiicludfcnc 
Ihnse with Full graph l<-^ and ^.aiind. 



OUR PRICE £5,95 



I 



m 



Published price £7.95 

OUR PRICE a00 



THE 130XE HANDBOOK 

A prun imniinnji. himk whk-h cun.r* nnt «nly ihe msicliiiiv 
menllnntd in ii% title bui a.ls* tbr WSlH, 8O0XL and 
earlier nindulH. The book will tuke uhi fruni tt\v Hr^l 
depa in prunrjirMifcuiii up 1» writing ipiud. Hdwiiiri-il 
prriwraim, * *rn- L hjplH-r i% de^ uled Lu IUf ^nuntl L^pahi I i- 
lifb urtlie XI.'AiK wilh delaih of lb* snund chip ilHseU 
allnu-hip; \itu Uy create iliore pounds lhan i^ nin iCHill> 
passible wilh KaslC. F'niir chapters nivef gr-fiphirs includ- 
ing Dhplu.i I f*t prn^ramminn. Ra>*r Mi**il*- (Sraphita 
end irX'dHTininK rharairLurh, I llrrk- urr extensive a.ppt i*- 
dlrcs ciivering Khmv Cuffimjiiids, Error rodes, sound And 
irrjphkh references and much ^^<^r^;. An »('«■>• I * nmpaiiinn 
for nw'ni. ;m<« int^rmertiale prn^rammers. 



ATARI ADVENTURES 

An (Mtllent bHHik wrilten ls> ndv^niiire ^vperl imn 
Krirtge* enveriiiK adVenlures in general and Shu^lne hnw 
•. hhib can wrile your own nd ventures un the Atari- This 
buuk has in ftwl fnrmed the bails for »M1t nl the 
jid^enturt VstipipthaA have been pnhlished in MAUIl 6. 
Tons will (like yuu LlirutiKll examples nf cum niv rcinl 
adventures nilh lols nf bjfcckgrnmnd lu all dKTf I'f-iil typi 11 - 
□f ndvenUire una riien shnw yuu llOW aH tllC^C idea* can 
be put (ngclher in ynnr ver,V own advtntare. There in a 
playable adventure ll9llnR e*Jled The Eye **r I he Slar 
"Wurrior lit ihuW you Ju^t hnw il all cuineS IOEf<hi^r. 
EAerMhine you need tn know lu- wrlle your flrsi jidvenr 
Lurv. 



■atari 




Published price £5.95 

OUR PRICE £1.50 




Published price 

OUR PRICE £2,00 



MICRO ENQUIRER 

A Lurpr Furntat boott th^t rnnvers Ihe ^orkl of micrns in 
general *ilh wmr specifiL Atari seetlOO^. The hncik 
cuii[ain^4i lot nf wurthuhiLe bachfiniund inrnrmali^k on 
hOHK enmpulinn and ih ideal f«r thn^e v hu art r«ent 
fan verts nir vihu ■.kaiir bu'vpand their funeral ki^iwh-d^L 1 
of rnimputerhi. It cnvfrK alL &0tM 4*r t«pk ^ Inrhiding 
htn^uM^tH, lull hi in bufcrdl, CAIX, Prncessin«. Prin- 

rn-s, trriii< i:Ll IntulliKuntt' nnifh more. Thru: ,m- 
few Atari H-peciflc programs tn iLlastrnH' ^a i inu*v crmi/t-pls 
but KenePally tMx hunk will fulFil a n<*d tn knnw mure 
about I hi- MurLd Ml" L-unipuLihu, In Reneral. kar^e fur mat 
with -nver IKfl paRn. 



WRITING STRATEGY GAMES 

If vnu are fed jp with simple urcade Slylf games but am 
nut var* irtihe- niathn re4|uirvd ill writing 'thinking 1 
gallic 1 ; like l-Kl^s here i^ liu^k 1ha1 will help >ipu muI, Tn 
wrhf gj.m»nr slraicg> requires nut nnly a klli»wkdgf nf 
prnpritrnniin^ but al^n nf cerliiin iiiatiK malleoli and end- 
ing Lechnitiufi- This bonk ih pitched M An intermediate 
luHft, ^s^nminR thai tuu already knnw snme Atari Ha^le. 
Machine code pru^nMlim^rn arc alsu catered for v^itn 
ni.im hinlh un h<>w tn tnndify Ihu ruuCincs. the- bnnk 
cuverh the penRrjimming lheur.4 behind LntclliflL'nl j;itriic^ 
before mnvinp on Ihi practkcal examples nf HKttiiiH Up fl 
Ohm bnnrd, muving plwn and playing UlroUKh- There 
lire sample patties fnr draujtht.^;, chehh and nther straten> 
^aines. 




Published price £5.95 

OUR PRICE £1.50 
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DISK OR 
CASSETTE 



JUGGLES RAINBOW 



\ first computer learning experience for children 
aa^cd J to 6 that teaches the concepts of above. hHn^, 
left and ■ iy.hl plus letter recognition allowing the child 
tcii enjo> learning with cohnirsand music and games 

fllC CLI II LTCate and themseho. 



OUR PRICE £5.95 

ALSO ON DISK! 



JUGGLES HOUSE 



Another for 3 to 6 year olds leaching I he concept* uf 
inside, outside, upper and lower with Juggles' Rouse 
and To> shelf, each game also includes a 'playground' 
where children can try our these new ideas for them- 



PRICE £5.95 




SP£CML 0FF£ff - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95 



CASSETTE 
ONLY 



PATHOt 




MOON PATROL 

Your bent' Seclor Nine, hume of the roughest, tough- 
est thugs in the galaxy. You have the finest pat rut car 
on Ihe force, com pick- v-Mh anti-graii ity jump huttrms 
and laser bullets, but vim II need mure thun si hot ear 
in the rough terrain of Sector Nine. Blast LTOi. l eap 
over landmines, hcinolish lank* and jump hngt 1 era* 
ters and moon rocks - just to survive, (ireal JD 
u.raphics and good music acid to I he enjoyment of I his 
: 1 1 1 1 1 i i. ! i m- a read c ci i n version . 



ROM 
CARTRIDGE 




Normally £12.95 

OUR PRICE £6.95 



MUSIC PAINTER 



An exerting education ul program that helps to leach 
musk by using colours instead nl' notes, thange the 
fifteen supplied songs to feature different instruments^ 
make ihe nutcs longer or shoricr or irnoscribi 1 iour 
own songs. No musical knowledge required to make 
your own m-eat music, fhildren or adults li I i k will 
get pineal satisfaction from hrine; able tn create Ihelr 
very own music. 



OUR PRICE £7.95 



rtujiic Painter 




DISK 
ONLY 



CMFIRHSOFMMrS 




DISK 
ONLY 



CAVERNS OF MARS 



Winner of on* of Ihe first Atari pruftramminj; com- 
pttitieicut, this was one of Hie first vertical scrollers 
mid nj miinis a much sought allt'r ortgiruil 
I)* we no 1 through the caverns avoiding mines and 
picking up tuel. Highly playable and addtcllve. only 
i mi: ttr hate made it to (hi- botlniii nt' the cavern 
to discover the secret that awaits them. 

LAST FEW WITHOUT BOX BUT WfTH FULL 
ORIGINAL MANUAL - LOWER PRICE 

OUR PRICE £4.95 




MICROSOFT 
BASIC II 



Now h 1 1 u can use the induct n standard Baste un your 
Atari. An ideal purchase for owners who have learnt 
10 program on Dtller machines. Includes 140 page, 
manual and extended features for disk drive ushers. 
(Can be used with cassette). 



ROM 



CARTRIDGE 



Normally £1 9. 95 

OUR PRICE £11.95 



Siltmr Putter 




SILENT BUTLER 



i he- all round personal finance planner that keeps 
track of three bank accounts, maintains income re- 
cords, reminds >'0U Of h i rthdays, anniversaries and 
important dales and geneiMll* keeps sou up to dale 
on sour financial status. 



DISK 
ONLY 



OUR PRICE £6.95 



TOUCH TYPING 

Everyone who uses a computer needs to brush up on 
their typing and now you can learn to type like a 
professional t\ pLsl with this complete tutorial. Touch 
l' L |jiiiLi, presents u ?#elf paced mcththd erf learning by 
letting you practice typing letters, sentences and para- 
graphs. The computer determines words per minute, 
number of error* and your weak puints. Random 
sentences are generated to drill you in those areas. 
Contains two cassettes and instruction manual. 

Pre via a sly £1 9.95, 

OUR PRICE £4.95 




CASSETTE 
ONLY 



TYPO ATTACK 



A typing trainer based cm Ihe Space Invaders concept 
in which you hone up your typing skills by blasting 
falling letters. An enjoyable way to learn that will 
quickly enable vou to recognise the keys without 
hai.in.ip tn look al Ihe keyboard. 



Normally £12.95 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



HOME FILING MANAGER/PAY OFF 

DISK ONLY 

The Home Filing Manager record keeping system that simulates index cards on 
your Atari, keeps track i it ill most anything together with Hie Puy-Off Adven- 
ture - your chance Lo sample an adventure in classic Style- This two disk set also 
includes some top class graphics deun^. 



SPECIAL PRICE - ONLY £1 
WHEN PURCHASING ANY OTHER ITEM 

AVAILABLE ONLY WITH THE PURCHASE OF OTHER SOFTWARE 
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JuntA&t Selection 

More software for your added enjoyment ranging from adventures to arcade games and serious 

software. Check out Visicalc - we only have a few copies left! 



1 PIRATE ADVENTURE 

M Yo liu ho and 91 bottle of rum If 011*1 meet up with the pirate and his daffy 
bird along, wilh man} -.Iran^t' sights as you attempt to £u from your London Ha( 
to Treasure Island, €an yUm recover Long Jonn Silver's losl treasures? Happy 
sailing ma ley, Kcntt Adams Graphic Adventure tf2 brings you a superb Kegin- 

_, M j, ■ ■ ,. j. * , , —., i, |,i i-L- ll ii Ih nrr-jiihii^t and irlri 1 ji 1 1nr Jill aE£S 

ner s levei an^ cm u re hj in purir « ith K ra p n iv> *i ■ ■ m. »"■««■ ,ui * , f»>- ,t 

Original price £1 9.95 

\ Sf L v OUR PRICE E7.95 


VOODOO CASTLE *fl 

The Count uf Monte Trislo reposes in a coffin in hi> musly easlle. u waiting an 
a hie assist from you lu remove the curse thai binds him tu ncm-life. Is he dow n, 
fur the Count far goodp-or can you help? Gather your rabbit's too land prepare 
to slep Ihroufth (he portal uf VtMidoii i-aslle! Scotl Adams Craphie Adventured 
is a Moderate level adventure ideal fur Lhose who have had a litlle experience. 

Original price £19.95 

only OUR PRICE E7.95 1 


THE COUNT n 

When's Ihe lasl lime you jwitk' in an antique brass bed in a dank, desolalc 
castle? If your answer ks ''never" yuu H ve come lo the HkIiI place! This 
marvellous Gothic Adventure will ttcnrt you intu [he tteirrflinjj world of a 
ccrlaiu viell-knownl ransy Ivsunian count. Scott Adams Graphic Adventure £5 is a 
ikjij-sHariic LdvuI u Hi n i nrf> ideal t'nr thtkst 1 who have had a III lie experience. 

Original price £19.95 

on S l K v OUR PRICE £7.95 


STRANGE ODYSSEY 

AI the galaxy 's rim, there are rewards aplenty lo be tiarvesled from a long-dead 
alien ch 11 i wi ion. Fabulous treasures ... advanced tech nolu^jes far beyond human 
ken ... All this and more awaits Ihe bni.it ^ilactic \d venturer. Hul will yoo be 
ahle to recover the wealth and ri-mra home.' Prepare yoorseJf for a Strang 
tJdvssev! Iscotl Adams (iraphic Advenlure #6 is a ModeralC level adveoture. 

Original price £19*95 

1 only OUR PRICE £7.95 


VISICALC uses 

The world famous Visicak spread sheet available for your Alari. V isicalc will 
lake care of all of your spreadsheet requirements with all the arithmetical 
functions yuu could wanl on a spreadsheet that is nJ columns wide by 154 rows 
i deep. All major spreadsheet functions are supported and Ihe program even 
,iILiim\ hp lit viewing winuQWS. JTfcceu ai xir*-^ wnin iir»L rcicaneu- 

OUR PRICE £1 1 .95 


TIMEWISE 

| Why nut use your Atari as an electronic diarv? Inmwisc allows >uu 10 keep 
track Of all your appointments and Important dates on a daih. monthly or 
> early basis- Now you can dispense with >oor diary and lei your Atari du rlir 
m irk. Ilyou have a printer Timewis* alhiv+s you lo print out the informal inn Lu 

a variety of ways, 

Originally £22.99 

gR OUR PRICE £7.95 


PLANETARIUM I 

Fun or education.' Both really in this fascinating look at the heavens, Over llflO 
Star*. HH eonslellatiuns. Ihe solar system and more- litLin JOO deep-sky objects are 
depicted in (his program thai allows you to view Ihe universe, You can make 
sk-llar and planetary maps, study eclipses, learn about latitude and lonejlude 
and much more. 

1050 DRIVE ONLY J T\ f \ J 
Please slate when ordering if ^ f^f C^/ %>J J. 

you have a US Dou bier fitted 


PROOFREADER 

Users of Atariwriter will be delighted with this, the lon^ loul spelling checker for 
Ihe Alari writer cartridge: Priwfreader may be loaded alongside Atariwriter lo 
give \oo in slant access to a dictionary of 46,000 words, ir Ihal is nol enoush you 
can add your nwn words as you go. Errors are highlighted on screen fur 
tsirrection. unusual words can be saved and you can look up spellings. 

onIy OUR PRICE £5.95 


HARDBALL 

American l,ea£uc baseball at it's very besl. A highly regarded game - check out 
Ihe review in Issue 45 THF nesl sporls simulation on Ihe Alari\ lajok over the 
pitchers shoulder as he throws Ihe ball |o the wailing trio of batter, catcher and 
umpire, In H;ii dl5uH you fan nil. run, steal, b-lunl and dive, change Ihe fielders 
and do everything, you can do in the real game. For one or two players. 

1 Normally £14*95 

CARTRIDGE OUR PRICE £7.95 


ARCH0N 

A chc"».N-h.iSS4'd Bame wilh the forces of Light and Dark doing baltle on each 
square, Cast spells and missiles to gain squares and eliminate your upponents 
pieces. Your magic rises and ebbs wilh Ihe hoards lominusily cycle. As the lij;hl 
changes, so does your power. You musl race against time and use your sircuylh 

i-C 1 i It. naLninal mimdi f|h- a h it Hi Oil J' 1 1 1 1 [ft fc'X 1 kl 14 \ 11 t IjlL 1 41T 1 "W 1 1 Olid VeTS. 

etrek'l i velV- A IrulV original game tiiiU ji ■ n_ u 1 1 r^pi.aiii. sum. ■>.■! i « ■ ■ f ,u , r 

ro« SOLD OUT 

CARTRIDGE 


MACRO ASSEMBLER 

The Vlacrn Assembler will allow you lu create your own machine language 
(fames and applications live times fasler lhan with the Assembler Editor 
carlrid^e and il t an assemble as many as loO" symbol deHnillons wi|h nti Limil 
on program size. Yon can duplieale code, optionally asseiohl* iode and mydu- 
larbir your program. A Pro^ram-Texi Kdltor is included. 

Normally £19.95 

ST* OUR PRICE £7.95 


BASIC CARTRIDGE 

Why would you wanl a Basic t artrid^e uhen Husk is already built in to your 
machine. 1 Well some programs, especially some early public domain programs 
won^t run on the XL/XE bul 1he> will if you phiK in the old version of Bask. 
Much more convenient lhan having to Imot in the old hasie irom disk and, 91 
Ihis price, worth having just as n backup. 

CARTRIDGE OUR PRICE £3.95 
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SUPER BREAKOUT 

Etreakouf wa^ tin. ui iKiilLiI him pit >tt toEalh ;jhJhJ i l I i ■■ l ^ame and jhis enhanced 
version will provide evtn mi lit' add it \ \\ L* fun. Several variations on the hsisie 
I hi- me ale uSuiljhlt for i. h r i Ihj lour plnytrs I up hi N on the 44ICK , 'H0O! ). NOTE Ih-Ul 
(his |^mg rtcjuirth pn; jnd 1 1 1 l cnntrollers. 



ROM 

CARTRIDGE 



Normally £9.95 

OUR PRICE £3.95 



TENNIS 



[rftiiii v]H>ri<. fun riiher against Ifw eumpater or another pJiwr. ^IhuIlmu thm hk?i. tufuliamL 1 . 
jnd luirthiind*. driving Jipproach saols. angled volkys.. tiverliead smaslieN. unci 1 ricks lulls - 
Ihrv BIX hFI tltrc. You Ctmlrol VOUr piwitkrfl m lilt court ;unl ^hure vuu *aul lit liil III* kill. 
I'hi 1 i'U.M-(rcinik' ^nn.'lward dis plflVS tfw results. All thu jl[hmi viidKiul 1 1 1 1 • -.ihiL jl! 



ROM 
CARTRIDGE 



Normally £12.95 

OUR PRICE £6.95 



STAR RAIDERS II 

Disk \e-rsirin i if this follow up 1o the greatest computer (taint. Vwiir mission is tch 
[kih n ihcf hottest fishier in the galaxy - the Liberty Star - ten desirm the entire 
/.vliin Master Force, Your weapons pre: I'ulst Lasers, Inn dinncm* and Kiirf'utf- 
!%Nir Ttur-,K, Warp hi/C^ttlS C^o hSileins, pmlttlin^ friendly hasts whilsl drop- 
ping Slar Bursts on the enemy. Mure artat atlkm in Slur Haiders Fashion, 



DISK 



Normal ty £14,95 

OUR PRICE £5.95 



JOUST 



Don your helmet and hniht mjuf lante and climb uhmjird sqn ostrich in I his 
unusual urtadt lmrru' I >«i .■ halElt with Iht l l v i I lliizzarri RkJcrs in deep space. 
I'U rucliiL-M li ii> Hit- rijihi ill' >i i u, alien ej;g* lo the left, you must learn to fly so 
lhal you wonT die mi very far from home. All the arcade thrills for one or Iwo 

pliij era, 



ROM 
CARTRIDGE 



Normally £12.95 

OUR PRICE 



.95 



BALLBLAZER 



Anulher frnun I .ucasfilm.. Ihih top qjUalhH split serein ^amt Hikes plare in ji 
i;nm^ Lirena of I he lulu re- Vou are strap ptd inlu a KniufHiil hmert raft-like 
vehicle that skims over the njrfKe «f 'hi- play-Held ai 5tt metre*: per second. The 
object Is simple, jusl release your Hnscruirh through your opponent's goal. Two- 
player slnhjkaneuuis play vi ich flr^i |n imih pcrspcelivr for berth players, 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



STAR RAIDERS 2 

The original Star kninkTs is updated ^ith better graphics and Hound, Your Job 
k in tkar I'at-h si-cnir v. h i K < ensuring that the enemy do aid overrun planets in 
another purl nl' the u;:iln\v. 1 1 will take skill In deciding which sector to warp to, 
tan him alldrd to clear a vixhi-r nr -.^ill mjII Ujw Uj lou 1 Leu dt'lend u plunel iind 
reiurn Lici- r ! \ izi'cat follow up to an all time dassie. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



MIDNIGHT MAGIC 

Pinball on your A lark tun hetume IhjIjI]'. uddiL-iive as ihtiusund^ nn „\ delict lo 
the famous Plnhail t.'Liuslrut-LicNu Svi -will t*'vtify. Now villi eon join in the fun 
with David's MidnLyht Mujtk-, ull ihr thrill i if the pinball lable on your screen. 
There are llipii^rs, Imliupets, dmp tHr^els and you can even '•make* the 
maL-hiiit'. All hjI ihL- u4.-iiihii.Hil' rtnl urc/^dc pinball for up to four players. 



ROM 
CARTRIDGE 



SOLD OUT 



FIGHT NIGHT 



l-i^hc Ni^hd brinKK ynu all the thrills of the boxing ring as vuu ftiee five cif ihu 
ihhisI hrulal fishier 1 ; ever, [13 five separate batlles art luliil ^ar \iilh n-k ruh 
;iLhdin, The lio^inu Construction Set allows \<?u and vnur upiujiitiii lu en-aEn 1 
your own pcrfccl boxerR, selecting h1uuiinj n iiitellcc.1 and style- Step intn ihv- ring 
lo pil your perfect boxer a^ain.sl Ihu LiimpuU-r or anuiher rippiuiH-nl. 1-2 phi.m.Tv, 



ROM 
CARTRIDGE 



SOLD OUT 



MISSILE COMMAND 



LAST FEW 



a mil her of the all-time classic arcade games that has you defending i-iiics from 
missile attack. Cuinmand [he defence guns ah tntm> miw:iles ruin dnwn fmm 
space to attack your eules. Later hiiiail iiiih>ik\ ami Ijcmdn-rs will ann H "' |r 
making the action more and mure rranik-. l-cir unt nir imh players. 



ROM 
CARTRIDCF 



Normally £14.95 

OUR PRICE E5.95 



GALAXIAN 



Auiilliifr artadL- c im vrrsirm ihiii retains all of the addicli veness of the original 
ami slill slunds as imr- rnF rhi. 1 4dl time classi<v, Hlil^l (he p.ala\ians ah thv> Jd-ijiite 
in I'nnn.it inm and peel *itf lo attack. With one or two players and 10 skill ]evi?l.s 
ynu.ll be rnicrtiiim.-d for \\ lonp time. Includes an easy option for ht?n»iin;rh. 



ROM 
CARTRIDGE 



Normally £12.95 

OUR PRICE £6.95 



U.S. FOOTBALL 



AmL-rh-aii l-iHUmill is nniw „\ hi^ craze in I his country and you can mm play al 
home- Onisin.irt \hv defence* pass with amazing accuracy u run with Kpeed and 
a^ilily, make taekles, select offensive and defensive plays and more, Vuu tan 
lake on ihe crmipuler in a practic*.- u.ame m challenj-t a fribfitd In j dramalk- 
vidco bowl game of your own In a packed stadium. All Hit chrilfc »r iht ^ridircm. 



ROM 
CARTRIDGE 



Normally £12.95 

OUR PRICE £6.95 



RESCUE ON FRACTALUS 

Ask old hands What was one of tht IklsI paint's ru r fur \hv \1ari ;ind a t;nnd 
proportion of them will Kfhtue uu Frjttidu.v I his ^.jnnr frcinn I.ueasfilm sel 

new hLuudards in t puier paint's tmiiliinin^ a space tlipht -simulator with a 

rescue missiiin. Supt-r, l^vst t liiin^injr, .1-11 ^eenery as you fly through Ihe 
iiichu niains t*v kind on the planel and rescue stranded pilots. 



ROM 
CARTRIDGE 



Normally £14*95 

OUR PRICE £6.95 



BATTLEZONE 



Another cracking arcade conversion that set new standards. Vou command ;i 
lank on the battlefield undtr attack from. t?n?m\ tanks and llyiii^ wms-rrs. Vuu 
can manoeuvre through Jw) decrees a.s tht tntm> aiiutkN rnim all directions. 

WatL'lk Siiur radur, Lurn ami khisl as Iht tnemy jmprchaches l\i SOCCd. It takes 
in. i 1 1 1 - II I I . Out phdiL-r. Hil- skill levels. 



ROM 
CARTRIDGE 



SOLD OUT 



LODE RUNNER 



AciuIIilt LljssiL. pt'rhjps I h l- hifsi ciF all platform j*;tmrs. Vou are a highly trained 
(rahitik- L-ummamln deep in enemy lerritoryr Vour mission Is to Infiltrate all 75 
nil I he enemy's, subterranean levels lo recover every last piece of gold. You are 
in p lipped with st la-ser drill pKlol hut you'll need cunning speed and aujlii s. 
I.ude kunner includes a unique extra that allows you lo create your own levels. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £7.95 



ONE ON ONE 



Hay basketball with two of AiUtriL-j'h [op players iii I his £M!siI sports, simulalhin 
vshieh features reallslit ulltnsivt and deftnsivt mnives, faligue Fsietnn;, h>:i 
Streaks, a shut cluck, even ins I mil r^'pai. ;and :i sli^illLring hmkhn:ird! Like the 
^urrit nl' hiisktihull ii.self, One-mi-f Itne rewards ynu for playing, with your head 
ah Mtll as vuur lianrK. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



DESERT FALCON 

\ version nK Hit tlas^k Itlue Ma\ that finds you fl^lnn across the desert Indian j 
.Iiiih-v siyh' ^earehinK for hieroglyphics' hidden in Ihe desert sands. Vuu nttil In 
virvhe lunjs enough lo destroy the howllne: Sphinx. The loji^er mhi sm-xive and 
the further you proceed, the more perilous your mihSHai beeumth. If ynu destroy 
the Sphinx you get to gain the bonus round for evtn higher pninis. I r ltvel«. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SOFTWARE | 




1 1 .IC 


Prim 




j 
i 


HARIWRITER PLUS 


£9,95 




i 

I 


COMPILER 


£4.95 




1 
I 


NVTQ PROGRAMMING 


£5.00 




1 


ETTER WIZARD 


£8.95 




1 


ETTER WIZ'SPELL W1Z 


£995 






PAINT 

n-iii i 


£5.95 






PRINT *5H0P GRAPH CS 1 


£4.95 






PRINT SHOP GRA D H'CS 2 

mini Jnvr ynnr i ivw u 


£4.95 






PRINT SHOP GRAPHICS 3 

mini u' iv utm i pivv v 


£4.95 






PRIMT SHOP iALL THREE! 


£1 1 .95 




1 


TELELINK 


£4.00 






TELETALK 


£6.95 






TEXT WIZARD 


£7.95 






JUGGLES RAINBOW ■ D SK 


£5.95 






JUGGLES RAINBOW 


£5.95 






JUGGLES HOUSE 


£5.95 






JUGGLES RHHBOW'HOUSE 


£995 







MUSIC PAINTER 


£7.95 






TYPO ATTACK 


£6.95 






TIME WISE 


£7,95 






MACRO ASSEMBLER 

mnwllv nvJ^Kw^^ 11 


IE 7.95 






TOUCH TYPING 


£4.95 






PROOFREADER 


£5.95 






SILENT SUTLER 


£5.95 






BASIC CARTRIDGE 


£3.95 






HOME FILING MAN.. ■ PAY OFF 


£1.00 






PIRATE ADVENTURE 


£7,95 






J VOODOO CASTLE 


£7.95 






THE COUNT 


£7.95 






STRANGE ODYSSEY 


£ 7.95 




Tola 


I 







GAMES SOFTWARE | 


Qly. ■ 


rife 




rci£. 


■ 


FAIL BETA LYRAE - CASS 


£1,50 




1 


f AIL BETA LYBAE^DSX 


£3.09 




1 


TIME and MAGIK 


£5.95 




\ 


SUPER BREAKOUT 


£3.95 1 






STAR RAIDERS 


£5.95 






STAR RAIDERS II (DISK} 


£5.95 






CAVERNS OF MARS 


£6.95 






TENNIS 


£6.95 






MOON PATROL 


£6.95 






HARDBALL 


£7.95 






DESERT FALCON 


£7.95 






GALAXIAN 


£6.95 






U.S, FOOTBALL 


£ 6.95 






JOUST 


£6.95 






RESCUE ON FRACTULAS 


£6.95 






BALLBLAZER 


£6.95 






STAR RAIDERS 2 


£6.95 






LODE RUNNER 


£7,95 






ONE ON ONE 


£ 6.95 




Total 






| BOOKS | 


Qty. 


Tito 


Plies 


m 




EASY PROGRAMMING 


£5.95 






THE 130XE HANDBOOK 


£3.m 






MICRO ENQUIRER 


£2.00 






ATARI ADVENTURES 


£1,50 






WRITING STRATEGY GAMES 


£1,50 






TOTAL 





LAST FEW | 


Qly, 


Title 


Priw 


Total 




MICROSOFT BASIC II 


£11.95 






V SICALC 


£11.95 






MISSILE COMMAND 


£5.95 




Total 




, PUBLIC DOMAIN ETC. | 


Qty. 


niie 


Prce 


Total 




ISSUE 49 DISK 


£2.95 






8-BT REFERENCE GUIDE 


£(95 






TURBO BASIC 1 


£3.95 




Total 






| PAGE 6 SOFTWARE 


All on disk unless shown 


Qty. 


T\tt 


Price 


Toil 




M D MASTER 


£24.35 






TRANSD SK IV 


£19.95 






TARITALK 


I £19.95 






MINI OFFICE II 


£14.95 






SPELL ME - Cassette 


£4,95 






SPELL ME - Disk 


£6,95 






Total 





TELEPHONE ORDERS 0785 213928 



TOTALS 

Software 
Books 

Post and Packing on above 
Public Domain 
PAGE 6 Software 

Tola! 



£ 
E 

E 1.00 

E 

£ 



Most goods wiH bo despatched .. 
tfeJrrery - Ptese teef ffw fo copy 



d f$w days toJtptease atfow tip to 2B dm for 
iorm if you do net wish to cut Ifw m&§azino 



Name 
Address 



Total Order 
OVERSEAS postage PLUS 15% 

Total 



£ 
£ 
£ 



I enclose cheque/P.O. for £ 
Q I authorise you to debit my credit card 

□visa □ access □eurocard □mastercard 

My card number is: 

□Lxr 



a 



]□□ 



Expiry date: QG1 



Signature . , 

Please ensure that the name and address shown are 
the same as the cardholders. 



Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel 0785 213928 



FAX: 0785 54355 




Lots of new releases lined up by US GOLD either 
already out or released over the coming months on 
several different labels. Two new garner on a new 
label from Loricete are ADVANCED DESTROYER 
SIMULATOR which is set in 1 940 and simulates real 
WWII battles in (he JWe<J. r North Sea and English 
Channel with 1 5 different missions and PANZA KICK 
BOXING, a new slant on the ever popular karate 
games complete with VCR mode in which you can 
play back the action, Both those on the FiAura label 
SHADOW DANCER is aether Win/a game taken from 
the Sega arcade original in which Hrnja and faithful 
pet dog do battle with nasty terrorists. On a slightly 
more peaceful theme GAUNTLET 3 is promised soon. 
Going back to the simulation theme there is CYBER- 
COM lit, designed by the author of Carrier Com- 
mand,, set in the future when a Peace-keeping com- 
puter has control of all the world's weapons but goes 
mad and is transformed from the Great Defender to 
the Great Destroyer (sounds like Saddam Husf einfj. 
SUPER MONACO G-P, is another Sega conversion to 
add to the ever growing number of racing games 
with "unbelievably realistic scenes". But they have aff 
said that haven't they? Then we have WARLOCK - 
THE AVENGER, a follow on from Druid, in fact yon get 
the original Druid same thrown in free! AM the usual 
fantasy themes are in this one or two pfayer game, ft 
you don't fike the old established fantasy worlds, how 
aboirt trying HORROR ZOMBIES FROM THE CRYPT} 
Six levels, six hundred screens, pitfalls, false walls, 
bidden doors and more. You can guess the theme 
from the title. Looking much farther ahead keep an 
eye out for LOOM from Lucas Arts, creators of fridi- 
ana Jones and the Last Crusade and Zak McKraken. 
This one is a fantasy adventure where you enter the 
world of the Weavers, a race that weaves the fabric 
of We itself . Looks interesting. A hit more down to 
earth but dwelling on the violent side is NAM 1965 - 
1975 a simulation of the Vietnam War from Don) ark. 
We hefreve this is Domanfe's first foray jnfo simula- 
tions. You play the President and Commander-Ai- 
Chief in a number of scenarios including The Tet 
Offensive, Khe Sanh and one in which you choose 
either President Nixon or Johnson and rewrite the 
history books. This is based very much on historical 
fact and covers the Ml 10 years of the war. Maybe 
the next simulation wilt he the Land War in the Gulf. 
Trouble is that game will have finished by the time 
the disk toads up! Accolade are up and running on 
their own with TEST DRIVE It: THE DUEL and acces- 
sory disks CALIFORNIA CHALLENGE, THE SUPER- 
CARS, EUROPEAN CHALLENGE and MUSCLE CARS, tf 
you want a driving simulation, that lot should keep 
you quiet for a Jong time. They are out now and will 
be reviewed next issue. Accolade should have atso 
released ELVIRA, MISTRESS OF THE DARK, at long 
iong last? Let's finish off with some more Domark 
stuff to took out for in the coming year. SKULL & 
CRQSSBQNES and HYDRA are both conversions from 
Atari arcade machines* the former allowing you to 
swash your buckle in a dramatic hack YT slash game 
for two players' whilst the latter finds you as a super 
government hired mailman in a world ruled by terror- 
ists. You have to deliver such things as mutant virus 
strains and doomsday machines! Which side did you 
say were the terrorists? 



THE DUEL - 

Accolade's 
latest offering in 
the road racing 
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LOOM - some 
excellent 
graphics in a 
fantasy adven- 
ture produced 
by Lucas Arts 



I 1 M- 




S ELVIRA - much 
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CAR-VUP - 
a 48 level 
platform epic 
from Core 
Designs 



EMULATING THE IBM 
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What on earth do you want a PC 
for?". This was the question 1 
was asked when 1 told a friend 
that I had Just fitted PC Speed to my 
1040 5TKM. I explained as eruditely as 
possibly that there was a great world of 
serious software out there with a wealth 
of PD support. This did little to mollify 
him until he realised that his ST could 
work with the same systems as a great 
deal of the machines at his place of em 
ployment Emulation entered another 
man's life? 

I did not point out to him that one of the 
prime reasons for obtaining the emulator 
was to be able to play Inioeom games at 
reasonable speed, and to enable myself 
to use some of the other interesting 
strategy software that seems more readi- 
ly available on the IBM than the ST. To 
me that is good enough reason for having 
a VC Emulator but, of course, it does 
open up a whole new world of more 



USER FRIENDLINESS 

Once installed the emulator is nefir 
able and very compatible 

SOUND & GRAPHICS 

The sound is not perfect although 
graphically slower than standard the 
quality ofCGA and Hercules is good 

VERDICT 

A worthwhile buy if you need occa- 
sional IBM facilities* better value 
than early Arris trad PCsf 



serious applica- 
tions if required. 
Having explained 
the why, what 
about the how? PC 
Speed Is a hard- 
ware conversion, as 
opposed to the ere 
dltable but painful- 
ly slow PC Ditto 
unit I reviewed 
about eighteen 
months ago whieh 
was entirely soft- 
ware dependent. 
The unit comprises 
of a circuit board 
and two brackets. 
The first of these 
brackets has to be 
soldered onto the 
MMU (Memory 
Management Unit) 
In order for the 
second slot and the 
board to be inser- 
ted. Tliis is not 
necessarily an easy 
fit and indeed my 
STTs internals are 
now uncovered by heat sinks or other 
metallic parts. Fortunately I knew some- 
one quite adept at this who fitted it lor 
me. Geistner do offer a fitting service for 
the nerv ous and I believe fitting is slight- 
ly easier in STKs. 

it took a couple of tries to make sure the 
board was seated properly and then ST 
was ready to try its first Big Blue prog- 
ram. First I had to insert the software 
that would wake the emulator and 
change Dr. ST into MR IBM. It took some 
time to set this up the first time since 
there are many problems in making the 
ST perform colour-wise and mouse-wise. 
Still the presets were adequate and the 
disk drive whirred. The reassuring mes- 
sage A> Insert DOS Disk appeared. Well 
here is another lesson to be learned as 
with PC Speed and all other emulators I 
have met, DOS is not supplied. Fortun- 
ately I happened to have my own DOS 
3.3 inserted it and all was well- The 
second drive was recognised and even 
the mouse was recognised P although It 
was far too effective and 1 quickly discon- 
nected It, 

The advertisements for the hardware 
assure the user of total sound compati- 
bility and a Norton rating of about 4 
which is almost true. I am sorry to say 
that the sound emulation is not perfect 
and indeed is a little slow and a smidgen 
tone deaf, nevertheless it ran my prog- 
ranis faultlessly, indeed speed wise it 
compared very favourably to the AM- 
STRAD 1512 s and 1540s I have come 
across. The screen updating is a little 
tardy but nothing that cannot be adjus- 
ted to. In comparison to my, only recently 



acquired, XT laptop the screen updates 
are slow. 

I would not recommend this upgrade to 
anyone whose prime concerns are 
graphic oriented or heavy number crun- 
ching actions. On the other hand the 
system runs word processing very well 
and as yet I have not found a package It 
dislikes. Much as I would like to com- 
ment about the Hard disk compatibility I 
cannot do so since I do not have such a 
beast in my stable. 
The unit accepts all the system calls 
and DOS routines thai I need BAT files 
work well but the one peculiarity of the 
machine is that regardless of DOS type it 
always assumes single sided single de- 
nsity Hopples. There are ways round this 
either by using proprietary formatters or 
using the logical drives of DOS with the 
correct format switches. I assume that 
any readers considering purchasing this 
item would understand MS/ DOS and Its 
peculiarities sufficiently not to have this 
explained further. Should any reader 
have the system already and not stum- 
bled across the answer as accidentally as 
I did please get in touch via New Atari 
User and 1 will try and recreate a batch 
Me to help. 
I have been using this system for the 
last seven or eight months arid basically I 
am very pleased with It. 1 suspect that 
the Instructions as translated from the 
German make the installation harder 
and 1 know that the peculiar set up for 
pallettes needs much more explanation, 
since I still use the default settings. On 
the other hand it does give a cheap way 
into a different area of the hobby. Explor- 
ing DOS has given me new confidence in 
understanding Trees arid Autoboots, in- 
deed even Protext now makes more 
sense! 

I am aware that there are now Improve- 
ments to PC speed in the shape of AT 
speed but 1 am not convinced that for the 
extra cost the facilities will be greatly 
enhanced, since I fear that graphically it 
will take some time for anything better 
than the current CGA emulation to 
appear. Indeed using the SMI 24 monitor 
a better grade of Hercules graphic 
appears anyway. 

It would seem that emulation is just 
that - emulating or pretending. If you 
need a proper [HM compalible then thai 
is what shou ld be bought but if you only 
require something that allows you experi- 
ment with DOS or catch up with work 
machines then emulation Is an excellent 
Idea, It is also a great deal cheaper. 
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ROLE PLAYING 





It has taken some time, but finally 
the REAL DungconmEister Clones 
have started arriving. There have 
been lots of j uries hyped over the last 
couple of years as being as good as 
Dungeorirnasler, but most have been a 
disappointment. Not so with Captive - LL 
has the same payability, quality 
graphics and addictiveness as the origin- 
al game. 

The plot this time is that you are a 
prisoner on a remote space station in the 
year 2542. You discover a laptop compu- 
ter which will allow you to control four 
remote droids. With very little In the way 
of instructions you must control these 
droids as they fight their way through 
enemy bases scattered throughout the 
galaxy; destroy countless monsters - 
Gremlins. Whirls, Imperial Walkers. 
Tanks, Scientists, Jobs-worths. Floating 
Samurai (beware these - most are very 
quick), Dragons, etc.; spend their ill-got- 
ten gains on better weapons and body 
components; spend their experience 
points on better skills: and map the vast 
underground complexes so that they can 
destroy them once you have found the 
key to reaching the tiext one. 

The fighting in Captive is very similar to 
IXmgeonmasier - you need to develop 
similar techniques of attacking and dodg- 
ing in order to conserve your shields and 
reduce the level of injuries, otherwise you 
will run out of gold!" You also need to be 
careful how you spend your experience 
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Tile: 


CAPTIVE 


Publisher: 


Mind scope 


Price; 


£24.99 


Reviewer: 


John Sweeney 



points or you will not 
be able to use the 
powerful weapons 
you need to survive 
on the higher levels. 
Being technological- 
ly based- Captive 
does not have magic, 
however il does have 
lots of extra bits of 
machinery to plug 
into vour droids - 
Shields, Anti-Gram, 
Cameras, Mappers. 
Root- Finders, Power 
Sappers. Magna 
Scans, and so on. 

You need to experiment with these to get 
the most out of Lhem - e.g. right click on 
the Mapper screen centres it on you; left 
click on the centre of the camera view 
moves the camera remotely; and the 
Root -Finder is invaluable for both finding 
bases and also getting out nf them when 
you have blown them up! 
The puzzles and mazes are not generally 
as difficult as in Dungeoiirnaster - there 
arc levers controlling barriers, buttons 
on doors which you must experiment 
with, until you find the right combination, 
and consoles requiring passwords which 
have to be found around the base (usual- 
ly by killing somebody!). The Mapper is a 
great help in cheeking which bits you 
haven't reached yet: although it only 
shows a small area at a time, Lt can be 
scrolled to display all the areas you 
have explored - you still need to 
make rough maps to show where 
the best shops are and a few other 
important features^ but il is much 
easier to explore than many similar 
games. 

As far as Role Playing is concerned, 
Captive Is as unsubtle as Dungeon- 
master • Le, If it moves - kill it! 
Mission 1 is about as big as the 
whole ol Dungeon master and great 
fun to play (though maybe not quite 
as satisfying from the point of view 
of puzzle solving]. After blasting 
your way through ten bases you 
reach a Space Station and if you finally 
reach the end of that multi- level maze, 
smashing screen-size monsters with can- 
nons along the way, you can guide your 
droids to your cell to rescue yourself, 
only to find you have been snatched 
away to another remote hideaway! End of 
Mission 1 - only 6,499 to go (generated 
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by clever aJgoriih rns so l!i at no two are 
the same)! They reckon the average play- 
ing time is something like 40 years! 1 
suspect that you may have run out of 
new monsters to meet and new skills to 
acquire before then - hut never lear H 
.Mind scape are planning to release new 
Mission Disks to give you some more 
vai 



SIGHT fii SOUND Superb graphics 
a great variety of vicious monsters - 
plus lots of neat sound effects 

GAMEFLAY - Well-denned mauw- 
drtuen exploring and lighting in tht> 
style of Dungeonmaster - but with lots 
of extra goodies too 

VERDICT - Great Jun lo play - highly 
addictive - welt recormnerrded 



GETTING STARTED 



As it is a Utile ohsewe, you may like some* 
help to get going: 

Plug your cJujjy into your bruins! fThe 
easiest way to access your droids in by click- 
ing on the bars at the uery fop of the screen.) 
Find the flashing green dot and dick on it. 
Select ORBIT. 

Zoom in and click on the tittle diamond 

{LAND-1JCV0) - select LAND. 
Go Co the big round, door - find a clipboard 
nearby and use the code on the comer but- 
tons isfihv door. 

Inside, yoa can pytajh the wall which has 
rollers along the bottom right click on 
forward*. 

Fouler Points: iauch them then touch your 

breastplates to rectuirge. 

Kill the Jlrst monsters with yuurjufa, 

Follow tlie left hand watt (push anotiier roller) 
antH you reach a sfiop. Bwj lot* oj balls - they 
are powerful weapons at this level and reload 
auton^ticaUy fioxn your mifentory - uxilch out 
for reboundst 

Good Luck* 
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nyone seriously into making music will at some 
stage probably want Lo write their creations 
down on paper. This can be a very tedious 
manual process, so seems a natural applica- 
tion for the computer, In fact there are a num- 
ber of music publishing packages now available on the 
ST, and I recently managed to borrow one to try out. 
This was Dr. Ts Copyist Apprentice, a music scoring 
package offering lots of facilities and professional look- 
ing output for the relatively low price (for this type of 
package) of £79-95* 

For the uninitiated, Dr, T is a respected producer of 
all types of music application programs for a variety of 
computers. This package is one of a family of three 
music publishing programs, differing mainly in the 
scope of the musical scores they can handle and the 
sophistication of the printing process utilised. They "re 
distributed by The Synthesiser Company, 9 Hatton 
Street, London NW8 9PR 

Copylst Apprentice is the baby of the range, handling 
musical scores of up to five pages with a maximum of 
1 6 staves per page, and printing on Epson compatible 
dot matrix and Hewlett Packard DeskJet printers. Next 
up is Copyist Professional at £225, which handles up 
to 50 pages, and adds support for the Atari laser 
printer and HP GL compatible plotters, Top dog at 
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£325 is Copyist DTP. with a capacity of 1 00 pages and added 
support for PostScript equipped laser printers and certain 
Llnotronic typesetters, for the ultimate in printing quality. The 
two higher level programs also have additional facilities for 
extracting and transposing musical parts from a score, and 
converting scores into sequencer or standard MIDI files. 
Getting back down to earth, Copyist Apprentice needs a 
minimum of 1MB HAM, a colour TV/monitor, one disk drive, 
and one of the supported printers. However, It s much better 
with a hi -res mono monitor and two drives, and better still 
with a hard disk, as the program uses disk pretty Intensively. 
If your system has 2MB RAM or more you can use Dr. Ts 
Mult! Programming Environment, enabling you to load Dr. Ts 
KCS sequencer program into memory alongside Copyist and 
switch between them as required - useful for transcribing KCS 
sequencer files, as we'll see later. 

Copyist uses both mouse and keyboard commands, but most 
operations may be performed using Just the mouse. You can 
also construct macros to automate regularly used sequences of 
operations. Staves, notes, text, and a host of musical symbols 
can be placed wherever you want on a page, and each symbol 
may be added, moved, or deleted independently. The supplied 
set of 47 symbols should be adequate for most purposes, but 
the two higher level packages also Include a symbol editor to 
create your own, should the need arise. 

A complete page of score won't fit onto the screen, so a 
scrolling system is employed. Moving from page to page Is 
more complicated though, involving much disk activity, and is 
slow unless you use a RAMdisk or hard disk. With a few 
exceptions the screen display is WYSIWYG (What You See Is 
What You Get) - the exceptions being phrase, crescendo, and 
decrescendo markings, and (unbelievably) displaying of text! 
The markings appear in simplified form, while text is shown in 
just one standard style. Six different text styles are available 
for printing, supposedly allowing you to add titles, song lyrics, 
performance instructions, etc. to your music, but its non- 
WYSIWYG nature makes it difficult to accurately position with 
respect to the music. On a dot-matrix printer the quality of the 
text is nowhere near that of the printed music either. 

TWO WAYS TO SCORE 

A score may be constructed in two ways - either by building it 
manually using the program s editing faciliUes, or by importing 
a sequencer file containing the music and letting the program 
handle the Hon s share of the transcrtpuon automatically. 

The first approach requires you to place the staves, clefs, time 
signatures, and key signatures on the screen; position musical 
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notes on the staves; then add addi- 
tional ornaments and performance 
symbols such as trills, dynamics, 
slurs, etc. Finally, guitar tablature 
and text may also be added if re- 
quired. The editor seems daunting 
at first, but the manual contains an 
excellent, tutor! a], so It doesn't take 
too long to get the hang of things. 
Note placement is the most tedious 
aspect of score production, so Dn T 
has tried to speed up the process. 
There's a "keyboard" mode for note 
entry which uses the computer 
keyboard to enter consecutive notes 
of varying pitch. Chords may be 
Input by pressing the appropriate 
computer keys In rapid succession. 
After a chord or note has been en- 
tered, the cursor automatically adv- 
ances along the staff ready For the 
next one. There's also a 'join" mode 
which automatically provides note 
sterns and beams for groups of 
notes with similar durations. You 
still have to insert sharps, flats, and 
dotted notes individually though. 
The method does speed up the 
operation somewhat, but surely the 
best solution would have been to 
use direct note Input from a MIDI 
keyboard? The program really 
ought to provide this as an option. 

Copyist also has a "range edit" facility, which allows you to 
highlight a block of notes and perform various functions on 
them. These include erase; insert; cut and paste; move; and 
Join up /Join down, permitting stemming and beaming of all 
note heads in the highlighted block. Erase, move, and cut 
functions can also operate on subsets of the highlighted Items, 
for instance if s possible to erase only .stems and beams, move 
only ledger lines, cut only the rests, etc. Overall the editing 
facilities are very good, but achieving accuracy with it takes a 
little practice. 



SEQUENCER FILE 
TRANSCRIPTION 



The other way of producing a score Is to let Copyist construct 
one from an existing sequencer file. Not only will It take files 
produced by Dr. Ts own sequencer (KCS - Keyboard Control- 
led Sequencer), but it will also read Steinberg Pro -24 pattern 
files, and Standard MIDI files. This process has to be broken 
down into several stages, each having a screenful of para- 
meters to be set to ensure the file transcribes as you Intend. 
Even so, the fina] results probably still won t be exactly as you 
want them, so some manual editing is inevitable. 'lYanscriptJon 
can be a very s-l-o-w process too, taking over an hour to 
completely translate a complex five minute piece which uses 
all 16 MIDI channels f It's still much faster than doing it by 
hand, though, 

Another shock - unless you're using a laser printer or very 
fast dot matrix printer score printing can also be time consum- 
ing. Two levels of printing are provided, namely draft and high 
resolution. Draft quality gives you a general idea of how the 
score looks, but skimps on the printing of the special symbols t 
such as clefs, phrase markings, and the like. The advantage is 
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Outpid from COPYIST on a 9-pin dot matrix printer 



that It's relatively quick - only about 
1 0 minutes per A4 page! In draft 
mode you can print the currently 
displayed screen, a whole page, or a 
complete file. High resolution mode 
prims a selected range ot pages 
from the score In all their glory, but 
can take 20 minutes to produce 
each A4 pa£e, depending on Its 
contents! 

If you've never printed your own 
music before, then even draft mode 
looks quite Impressive. High resolu- 
tion mode is something else h 
though. It really is superb, produc- 
ing start ling I y clean and clear out- 
put even on my lowly Star SGIO 
9 -pin printer! Results from a laser 
printer using the higher levels of 
Copyist should be magnificent. 

Overall, I really enjoyed my Intro- 
duction to desk top music pub- 
lishing using Copyist Apprentice. As 
you Ve probably gathered^ it's not 
perfect, but considering its relative- 
ly low price it does an excellent job. 
Dr. T pursues a policy of regular 
product updates, so perhaps the 
next release of Copyist will address 
some of the niggles mentioned 
above. Copyist Apprentice has little 
competition at present, and if you're 
prepared to live with Its Idiosyncra- 
sies I think you'] I find it a useful package which will add a new 
dimension to your music. 



SNIPPETS 



-...the second MIDI Music Shaw, aimed at everyone In- 
terested in VIIIJI music technology, will he held at the Novotel 
Hotel. Hammersmith, London on 26-28 April 1991. This time 
tickets are £5 instead of the ludicrously expensive £10 charged 
last year. Advance tickets arc even cheaper at just £3, avail- 
able by post from Westminster Exhibitions Ltd., Surrey House, 
34 Eden Street, Kingston, Surrey KT1 1WEL 
....one of the new Yamaha DD-X I drum machines 
has Just been acquired by John Jnr, It's aimed at the same 
market as the PSS home keyboards and is MJDE equipped, so 
I'll be looking at how you can use it with your ST in the nexT 



— than ks to Microd.€<xl t who've Just sent me review copies 
of Quartet, Mastersound 2, Replay VIII, and Replay Profession- 
al, the next Issue will also see the first article of a series on 
sound sampling, This will also include details of some of the 
incredible new .sample hased music software Just added to the 
Page 6 PD library, such as Equinox, SoundTracker, and the 
truly incredible NoiscTraeker. 

*».*the Page 6 PD library also has a great new PSS voice 

patch editor called the PSS Soundshifter. More details next 
issue, 

....Page 8*s World qf Computer Music Making audio 
cassette has now completely sold out. 1 hope everyone who 
bought a copy enjoyed listening to it as much as I enjoyed 
making it. 

That's it, out of space again. See you next time. 
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EDUCATION 




T 



he Play and Read 
series of programs 
from Prisma is desig- 
ned to teach your child to 
read. 1 rr viewer! Part 1 of the 
series in Issue 44. and was 
favourably Impressed Its aim 
was to leach the child a basic 
sight vocabulary of 63 words, 
introduced in a series of five 
books and a learning game 
provided as part of the pack- 
age. Part 1 has now been 
joined by two further parts, 
and these are subtitled Prof 
Ijooks at Words" and Prof 
Makes Sentences . which build on the 
basics taught in the original program. 
Prisma claim they all conform with the 
requirements of the National Curricu- 
lum, and point out that children using 
them should do so under adult supervi- 
sion, enabling guidance and encourage 
mem to be given as required, 



PROF LOOKS 
AT WORDS 

Part 2 of the series encourages die child 
to start looking more closely at words 
already learned In Part 1 El does this by 
focusing on constituent parts of words, 
namely, beginnings: vowels: double let- 
ters; vowel combinations; and endings. 
It s keyed to the five books provided in 
Pan 1 . and although they re not abso- 
lutely essential it does help if youVe 
already got them. The package contains 
only one single sided disk and a very 
skimpy instruction leaflet not much for 
your money. 
It uses the same basic learning game 
found in Part I, requiring die child to 
match a part of a word shown on the left 
of the screen with the word containing it 
on the right It s achieved by using the 
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EDUCATIONAL 
SOFTWARE REVIEWED 
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joystick or arrow keys to guide a little 
animated man (Prof of the title) around 
die screen to identify the two matching 
parts- The screen Is divided vertically into 
several levels, and these arc accessed by 
moving Prof up and down a ladder as 
required to get to the appropriate level. 
This can be quite tricky, as Prof has to be 
guided oil the ladder with some preci- 
sion, and is one area where adult assist- 
ance may be required, especially for very 
young children. 

The program displays the problem to be 
solved at the top of the screen - another 
reason why adult supervision is needed. 
For example it miahi ask the child to find 
all the words displayed ending with a 
certain letter. The required letter is 
shown on the left of the screen, while 
several different words are displayed on 
the right, one or more of which end in the 
required letter. 

Initially the required word ending letters 
will be highlighted In a different colour. 
Lhus helping the child to find them. He 



must first guide Prof to the let- 
ter on the left, then across to 
one of the words ending with it 
on the right. negoiLU in^ dm! 
ladder as required, A correct 
match earns a reward - in a 
puff of smoke Prof is tempor- 
arily transformed into a cute 
little animated character in the 
form of a car, boat, animal etc 
As the child progresses, the 
endings are no longer high 
lighted, but are left off the 
words instead, so die child has 
to be able to recognise the 
words with out Ihcm. Also, a 
number of different endings may have to 
be found within the one screen. A more 
difficult option requires the child to type 
in the required words from die STs 
keyboard, although here we hit that old 
problem of the keyboard lettering being 
in upper ease, while the children are 
learning to read in lower case. Not so 
good! 

Correct completion of all the problems 
on a screen results in the original reward 
character appearing at the top of the 
screen to indicate the fact. Several char- 
acters have to be collected in Lliis way to 
complete a step, and when achieved the 
child is given another reward. For this 
the game screen dissolves into a colour- 
ful picture book" style graphic backdrop 
with the aforementioned characters pro- 
viding some neat and amusing animated 
action. 

Exactly the same procedure and game 
are used no matter what aspect of the 
words are under examination. And this is 
my main criticism of the package - It 
could get tedious through repetition, 
especially following straight on from Part 
1! However, fhe author argues that the 
method used has been proved to be the 
most effective way of teaching these sub- 
jects without too much distraction He 
could be right, hut I ni not totally con- 
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EDUCATION 




PROF MAKES 
SENTENCES 

Part 3 of the series is designed to heljj 
the child start usinj* his basic vocabulary 
In sentences, and uses a new game for- 
mat to do iL (thank goodness! 1. Jt conies 
on two separately bootable disks, one en- 
titled "Finish a Sentence" and the other 
"'Make a Sentence". The basic game 
screen depicts a classroom, with a large 
blackboard on the wall. The child com- 
pletes the problems on this blackboard 
by guiding Prof to pick out words from a 
group appearing underneath it, or by 
typing the words in directly from the ST 
keyboard, if that option has been chosen, 

"Finish a Sentence" starts the child 
thinking about the meaning of phrases 
and sentences by having him choose and 
insert the correct, words into examples ol 
them. Different phrases and sentences 



— ■ 
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appear on the blackboard in turn, and to 
begin with one word in each phrase is 
high lighted. A row of words appears 
under the blackboard and the child has 
to guide Prof to the one matching the 
highlighted word. A correct answer 
makes Prof Jump for joy and clap his 



hands. As the 
child progresses, 
the required 
words are omitted 
rather than being 
highlighted, so 
the child now has 
to really prove he 
can read! 
"Make a Sent- 
ence" takes the 
idea a step furth- 
er, expecting the 
child to rearrange 
a given ^roup of 
words into a 
meaningful sent- 
ence. Yet again it l s based on the vocabul- 
ary learned in the live bonks of IVm I . 
and has "easy" and "hard" options. The 
"hard" option at Book 5 level can be quite 
difficult, as the child may have to make 
sense out of twelve words or more dis- 
played in random sequence. When the 
sentence has been successfully construe 
led, the program rewrites it on the black- 
board complete with all necessary punc- 
tuation, an area that's not otherwise co- 
vered by this series oi programs (yet?], 
As usual, after a number of successful 
answers a reward is given. Prof appears 
in a colourful scene such as a mediaeval 
castle, wild west town, and space scene. 
Sometimes the animation here doesn't 
look very inspired, disappointing after all 
the child's hard work! On other occasions 
more exciting things happen though. The 
documentation gives no clues aboui what 
rewards to expect, so it's an area the 
child has to discover for himself! 
As before, there's an option allowing the 
child to type in the words Instead of guid- 
ing Prol' to them. "Hie same upper/ lower 
case problem exists of course, but this 
could be solved if you don't mind mes- 
sing up your STs keys with 
sticky labels marked with 
the appropriate lower case 
letters! At lea si the child 
could then start to learn 
simple keyboard skills too. 
Trie program uses a "star" 
system for scoring, both for 
'Finish a Sentence" and 
"Make a Sentence". A first 
time correct selection of a 
word earns a red star, 
second time correct gets a 
yellow star, and anything 
more merits only a green 
star. It seems the child is 
allowed to keep trying until 
he eventually finds the righl 
word, the program making little attempt 
to prompt him for the correct answer. It 
keeps count of the numbers of stars ear- 
ned and at the end of a step displays the 
totals for each colour, I expected the 
scores to be written to disk for future 
reference, as the program disk has to be 




booted in write enabled mode. However, 
this doesn't seem to be the case, so the 
need for write enable remains a mystery. 



CONCLUSIONS 

With three parts now released and a 
fourth part on the way, Prisma's Play and 
Read series is developing into a compre- 
hensive ST based reading tutor. General- 
ly, 1 like what I've seen of it so far. Each 
part seems well structured and pre- 
sented, and has the bold and colourful 
graphics and cute animation likely to 
appeal to its intended audience. 

[ was rather disappointed with the 
sound though, as in the main this con- 
sists of just a few simple musical snlp- 
peis and odd beeps and buzzes. Also, 1 
felt let down by the instruction leaflets, 
as they contains little more than very 
brief program descriptions and loading 
instructions. 1 feel there there should be 
more guidance given on actually using 
the program. Could do better, Prismal 

I think most children would enjoy using 
[be programs, but very young ones might 
just find controlling Prof in the ladder 
game a little too tricky r Also, I suspect 
Lhey might get a little bored if overex- 
posed to the programs, especially as the 
first fw r o parts use an identical game lor- 
mat throughout. Overall though, used 
with care and appropriate adult supervi- 
sion the programs should make learning 
to read an easier and more enjoyable 
experience. And that's what it's really all 
about . isn't it? 
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ADVENTURE 




MURDERS IN SP 




June notK 2005, 06:45 Univer- 
sal Time: About to blast off on 
the European Space Shuttle to 
investigate alleged assassination attempt 
on the Mission Commander of Space Sta- 
tion Pegasus. Will have to be extremely 
tactful as there will be eight different 
nationalities represented up there. 
3t00pm: Just docked - seemed to take a 
long time - maybe I should have taken 
Connolys ad viczc and used the joystick to 
do a manual approach? Floated through 
to the Stock Module and met Comman- 
der Aniiot, said he would explain all at 
5:00 pin. - meanwhile I should explore 
the vessel, get used to the lack of gravity 
and meet the crew. 

4:00 pm: Explored all but one of the 9 
rooms - Lab Module 2 seems to be lock- 
ed: met most of the crew - couldn't find 
the German, and the Italian girl is frozen 
in a cryogenic device. Tried to set the 
controls to w^kc her up - I need to ques- 
tion everybody - not sure 1 set it right? 
5;OD pm: Found that ] can teleport 
around the vessel by clicking on the 
keypad in the corner of my computer ■ 
amazing what you can do with technolo- 
gy! Met the Commander - not convinced 
about this supposed "assassination 
attempt", but there Is definitely some- 
thing lishy going on up here - he says ] 
can interrogate the crew after 6.00 pm. 
My computer interlace surest s what I 
slmuld think about and offers me a 
choice of questions for each crew mem- 
ber so I don't have too (bink too hard ;M 



in 
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the moment! 
S'OO pm; Started 
questioning the crew 
- some of them are 
definitely secretive. 
The Commander sug- 
gested that [ check 
all their electronic 
mall, hilt most of 
them won't give me 
their passwords, The 
Ukrainian girl was 
<he most helpful - 
but even she only 
gave me a cryptic 
clue to her password! 
7.00 pm; Most of the 
crew seem to have regular routines of 
jobs Lo do - some lock themselves in labs 
for periods and I don't realty know 
whether that is standard procedure or 
not. The American and the Japanese are 
proving very unhelpful. I have searched 
everyone else and explored all but a few 
locked cupboards. Lots of personal items 
which might £ivc clues to their pass- 
words! 

There are a few interesting machines 
but E can t seem to get most of them to 
work? The Space Suits batteries need 
charging - at least I was able to practise 
on the simulator in the Control Module 
in case I ever do need to go outside; I 
can t find a code to get the Manipulating 
Arm working (hut hopefully I won't need 
to mix any chemicals); the Solar Tele- 
scope's < rmlrols are incomprehensible; 
and I m sUll not sure that I have set 
the wake up alarm properly on the 
Cryogenic Life Support System! 
8:00 pm: Things are getting worse! 
We seem to have lost contact with 
Earth - the external aerial has tailed 
and no- one seems to be bothered 
about fixing H until tomorrow • I 
wonder if I could fix it myself? 
At least l have cracked three of the 
passwords! One of them has some 
coded mail - very suspicious! 
10:00 pm: Still not a lot of progress 
- some of them have told me of their 
suspicions of others but nothing 
concrete yet. Welcome Party In the Con- 
trol Module - I didn't know they had wine 
in Space! Think HI have a couple of 
hours nap now. I'll set my computer to 
simulate a faster passage of time! 
Midnight; That was a mistake! The Ger- 
man is dead! I haven't a clue what is 
jJoing on around here! 




4:00 am: Oops - three more have died! 
Managed Lo repair the communications - 
asked Earth for help. They asked me 30 
cryptic quest ions to give me some idea of 
what I should have been doing. Am not 
convinced about all of their hints - 1 sus- 
pect some of them are either jokes or Red 
Herringal Still it gave me some clues as 
to what else I should have investigated! If 
only I could start, again ... Maybe next 
time 1 should stop time altogether so I 
can really investigate what happens each 
hour in each room more carefully! 
Many, manu tries later: At last I have 
worked out what I should do to save 
everybody and how to confront the mis- 
creant (s)! Finally found Connoly's code in 
my miniaturised Encyclopaedia BrUannl 
ca! Still don't know everyone's secret - 
maybe I'll try one more time ... 

Warning - my clue package was missing 
a couple of items - if' you have* .similar 
problems you can either contort Infog- 
rames on 07 1 738-8 199 or ask the Guid- 
ing Light on 0898-338933* 

• SIGHT SOUND Excellent graphics 

you actually yet to use nil the 
machines on-screen - lots of nice sound 
ejfects 

4 QAMEPLAY Nearly all moused riven: 
well designed and easy lo play. MuU i- 
ple objectives: stop the murders: Jind 
the cutprtt(s): discover everyone's sec- 
rets: save the Space Station: crack all 
the codes: discover how the machines 
work: answer the questionnaire 

• VERDICT Very enjoyable - thoroughly 
recommended to all adventuse players 
who like o good mysie ry: a tough chal- 
lenge If you warn io solve ALL the 
pi\2zles and not just find the had guy! 
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FLIGHT SIMULATION 




I don't usually start my re- 
views with accolades for the 
i software under scrutiny, 
but In this case I can't resist it) 
I've waited for many years for a 
flight simulation program that 
can hold its own against Sub- 
logic s classic Flight Simulator II 
(FS21. and at last IVe found It! 
HJSofVs ProKlight really Lsthe 
finest flight simulator IVe had 
the pleasure to use since the ST 
version of FS2 appeared. 
Overall packaging and presen- 
tation are very Impressive, The 
hefty box contains one single 
sided program disk and a very 
high quality rlngbound manual. This in- 
cludes lots of photographs and illustra- 
tions as well as detailed instructions. The 
program runs in colour or hi- res 
monochrome on any 5 12K ST/STE or 
above. 

AL first glance ProFlighl sterns similar to 
many other Jet combat simulators now 
available. Like F16. Falcon, and others it 
offers dogftghttng with enemy aircraft, in 
this case using cannons, Sidewinder, or 
Sky Hash missiles, and ground target 
bombing with the help of hi-tech bomb 
delivery systems. This time though, the 
subject of the simulation is the Panavla 
Tornado, and it has one important 
advantage over most other simulators ... 

SUPERB 
HANDLING 

ProFlighfs big plus is in its handling 
and flight characteristics. Primary flight 
controls are via mouse or Joystick, with 
the mouse being better by far. You can 
almost FEEL the aircraft's respon sive- 
ness through the mouse - it's the first 
simulator ever Fve actually enjoyed flying 
using mouse control. It requires a fine 
touch, but once mastered it gives an 
accuracy and smoothness of control Fve 




target (yellow symbol) a short 
description of it appears 
onscreen. If you're looking for . 
white symbols you never get Co 
see 
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previously only experienced in FS2. 

Secondary control is via the keyboard, 
with a function assigned to almost every 
key. As with most flight simulators this 
takes some learning, and HiSoft should 
really have included a keyboard template 
Lo make things easier. There is a four 
page keygulde In the manual, though. 

OK. it's complex, but the program In- 
cludes several levels of assistance to 
build your flying skills. Firstly, there are 
a number of different demonstration 
llights and scenarios to help you learn 
about general flying, take-offs, and land- 
ings, Pitch and bank limits may be set on 
the aircraft's attitude so you can't get too 
wildly oul of control while you're learn- 
ing Then, after learning about aeroba- 
tics, you can do some combat training by 
dogflghting with other aircraft and bomb- 
ing ground targets with "crash inhibit" 
mode set. It's a pi<y the Tornadoes in the 
Gulf War don't have this feature avail- 
able! Then, when you're ready, you can 
switch to full combat mode and fight the 
enemy for real. 

COMBAT 
TROUBLE 

Ine only trouble 1 had was in combat 
mode, caused mainly by a few errors in 
the mission planning section of the 
manual. Hie main problem was that It 
Incorrectly states that valid ground 
targets are marked on the map with 
WHITE symbols. Actually, they h re YEL- 
LOW - al least in the review copy they 
were? Also. i[ doesn't explain how you 
verily what your selected target is. If you 
position the map cursor over a valid 



REALISTIC 



One of the keys to realistic 
flight simulation is obtaining a 
high screen display frame rate, 
and ProFllghfs author has done 
a c ommendable job here. 
However, to help achieve the 

high rate needed the original 

version of ProFllglit comprom- 
ised on the graphics by using a distinctly 
odd looking method of shading the scen- 
ery. Just before this article went to press 
HiSoft sent me ProFlight VI. 2, which re- 
places the shading with solid colour - 
with minimal impact on thai frame rate, 
and improving the look of the graphics 
no end. 

The supplied scenery database covers a 
relatively small area, but the program's 
capability is actually much greater. 
HiSoft tell me they're developing addi- 
tional mission /scenery disks to follow, 
plus a iurther surprise or two still on 
their secret list! Scenery isn't quite in the 
FS2 league, but docs include a good 
selection ol buildings, bridges, pylons, 
lakes, rivers, roads, etc. 

Other visual niceties Include the ability 
to fly in daylight, dusk, or at night - 
when the stars shine down from an accu- 
rate representation of the night sky! You 
can also set weather conditions, Includ- 
ing partial cloud cover, wind direction, 
speed, and turbulence. 

I've spent countless hours flying ProF- 
light and still find it as thrilling as the 
first time I tried it. As far as pure flight 
simulation goes it's equal to FS2. and 
hence stands head and shoulders above 
all other simulators now available. 
However, it doesn't (yet?) match FS2 in 
terms of overall facilities offered, and as a 
combat simulator it's not as comprehen- 
sive as F16, Falcon, or (especially} F19, 
For me though, the pure flight aspects of 
a simulator far o tit weigh any combat or 
game considerations, so given a J'rec 
choice of jet simulator I'd go for ProFlighl 
every time. It's clearly a winner, will 
achieve "classic" status, and deserves a 
place In every flight simulator fan's soft- 
ware lihmry. E^iy it! 
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Paul Rixon's 



WORLD 





THAT CAN T 
BE OBTAINED 
COMMERCIALLY 



ables the ST to automatically boot into 
medium resolution without requiring a 
' desktop, inf file. This facility is obviously 
'a boon to 5TE owners who suffer from 
the infamous medium -res' desktop bug. 
DC Format also incorporates an 'intelli- 
gent' copying function which determines 
the nature of the source disk and, if need 
be, formats the destination disk accord- 
ingly. An accessory version is supplied to 
run alongside your normal applications - 
but this doesn't offer the neat copying 
capabilities mentioned above. 
If you often need to examine, copy or 
create abnormal or protected disks, yon 
may And DiskMech the essential eom- 



One explanation for the 
enormous popularity of 
the Public Domain is that 
it proiidcs users with a unique 
opportunity to acquire all sorts of 
invaluable utilities that can't be 
obtained elsewhere. Many of the 
best programs on offer would be 
considered too small or insignifi- 
cant to market commercially 
whilst others ionn the building 
blocks of fuil-scale applications. 
The variety of software is so vasi 
that whatever your system con- 
figuration or the uses you have for 
your machine, there simply can't 
fail to be something here of in- 
terest. 

DC FORMAT 



Some of the most useful PD utilities are 
those which enhance the STs disk main- 
tenance and management functions. 
DISK UTILITIES 3 is o typical exam- 
ple of the numerous collections of 
goodies to be found in the PAGE 6 lib- 
rary. One of the highlights of the varied 
contents of this disk is DC Format, the 
versatile and highly revered formatting 
utility from Double Click Software. 
Although this program's ability to font La t 
single or double sided disks with 9/10 
sectors across BO/82 tracks has been 
outshone by several other formatters, it 
remains a winner through its profession- 
al design and the host of other options it 
provides, For example, il allows you to 
write various executable programs to a 
disk s bootsector - one such routine en- 
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DISKMECH ■ a powerful disk editor 

panlon. Its powerful functions include ei 
sector editor, a disk format editor, a disk 
analyser and a number of back-up 
routines for normal and extended disks. 
Elsewhere on DISK UTILITIES 3 there are 
programs for checking the performance 
of your system such as drive speed and 
memory, and several more besides. Not 
least there's SuperbooU an excellent 
boot-up utiliLy with options to change 
just about every parameter you can think 
otl The desired sHerliuns arc- made vin n 
comprehensive configuration program - 
you can opt to have a welcome screen 
using any picture in l .TNV format and 
choose the accessories to be loaded and 
Lhe AUTO programs to be executed. 
There's an optional prompt to set the 
date and time and even the facility to 
load different desk( files for alterna- 
tive resolutions and colour schemes, Su- 
pcrboot works by changing certain file- 
names on boot- up to de-activate the de- 



sktop files and accessories. If you don't 
always require Superboot to be present. 
Lfs not a problem - you can configure it 
to execute only when the Alternate key is 
pressed K or only when Ifs not pressed. 
Once you have Superboot installed, you 
may wonder how you managed Without 
it! For the x r ery latest versions of DC For- 
mat and Superboot. check out CLASSIC 
UTILITIES. 

THE QUICK 
UTILITIES 

QUICK & MYSTIC is one of 

the best utility disks you will find 
anywhere in the E J uhLlr [)omain. It 
features several famous QUICK 
utilities, the wonderful Mystic 
Formatter and lots uf other 
goodies. Quick Format can be 
used to re-format disks so that 
they run faster, and it will even 
handle disks containing data 
without losing any in Hie process. 
Quick Menu is a neat-looking 
GEM -based menu system for use 
with floppy or hard disk systems, 
containing lots of useful options. 
Of particular interest to hard disk 
owners is Quick Find, which sear- 
ches a specified disk for filenames 
matching the pattern supplied by 
the user. The resulting output can be 
directed to the screen, a file or a printer. 
Quick Index helps you to analyse the 
efficiency of diffcrcnL ST systems by run- 
ning a series of benchmarks to see how 
the statistics compare. Just how much of 
an improvement is that hardware blttter? 



MYSTIC 



The eponymous Mystic Formatter Isn't 
just any old formatter it may be less 
flexible than many of its competitors but 
the novelty is that ii works entirely in the 
background, leaving you to get on with 
more stimulating tasks. 
Don't go awaj, there's moref DCopy 
gives you dozens of useful disk majnte- 
nance functions nnd (he accompanying 
DCopy Shell program adds a GEM menu 
to simplify their selection. As well as the 
usual disk copying and formatting facili- 
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ties DCopy performs many more esoteric: 
tasks such as conversions between 8-bit 
and 16-bit text flies, arc file creation and 
extraction, hex dumps and file modifica- 
tions. Expander wtJ] transform any single 
sided disk into a double sided one, with- 
out overwriting the data. This is partieu 
larly useful for those users who have 
recently upgraded their drive or who 
have a large collection of single-sided PD 
disks and want to make use of all the 
redundant disk space. Other programs 
on the disk include a demonstration of 
G-fPlus - a powerful replacement for 
GDOS which looks to be very good in- 
deed, a mouse accelerator that's control- 
led by simple key presses and a screen 
saver that will blank out your monitor 
al ter three minutes of mouse or key in- 
activity. The screen saver runs from the 
AUTO folder and seems to be compatible 
with a large number of commercial appli- 
cations (it certainly works well with Pro- 
text 5 on the S'J'K!) 



HACKING! 



Wouldn't it be nice if instead of display- 
ing a meaningless row of bombs when a 
program crashed, your ST could actually 
tell you what sort of problem had occur- 
red? With Antibomb - one of the HACK- 
ER S UTILITIES - it canr Antibomb is 
a small TSR (Terminate and Stay Resi- 
dent program) which waits for a crash lor 
to use the correct 68000 terminology, an 
exception) to occur and dutifully replaces 
the bombs with an informative alert box 
describing the error in English. Depend- 
ing on the nature of the problem. It may 
then give you an option to continue or 
abort the application - a simple, but con- 
siderable enhancement. Other HACK- 
ER'S UnunES include a sector editor 
with excellent documentation, a disk 
verily program and a programmer's ver- 
sion control system to help keep accurate 
and detailed program back-ups. Also. 
Ram plus is a combined RAM- disk and 
print spooler with several other features. 
The RAM -disk is immune to soft resets or 
resolution changes and can be preset to 
a range of differen t memory sizes and the 
desired drive identifier. The author 
claims it will even increase the storage 
capacity of floppv disks bv fixing a bug In 
C-EMDOS! 
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Left - set your system 
up as you want it with 
SUPERBQOT 

Below - VKILLER one 
of several utilities on 
THE VIRUS DISK 
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ntil Sties to help defeat the 
menace of Lhe virus prog- 
rammer. Super Virus Killer 
from MUG UK is one of the 
best PD programs of its type 
- it can recognise 5 bootsec- 
tor viruses, 7 antiviruses 
and 133 other types ol boot - 
sector, such as those found 
in many commercial games 
and even some Public Do- 
main demos, All of the op- 
tions are accessed via friend- 
ly pull -down menus. As well 
as the standard 'kill' func- 
tion there's a selection of 
anti-virus bootsectors which you can 
write to your disks for maximum safety- 

THE KILLER 

VKiller is a similar program that is com- 
pletely mouse/ icon driven and Is equip- 
ped with options to save, print and view 
bootsectors, Install a virus-guard routine 
and, of course, eliminate any nasties that 
are lurking on your disks. VKiller claims 
to deal with no fewer than 18 known 
viruses. Other highlights include a de- 
monstration of some of the common ST 
viruses - this can help you recognise the 
symptoms and thus deal with any prob- 
lems before major damage is done - and 
a unique compilation of virus prevention 
utilities, For example. Watcher is a small 
routine that sits patiently in memory and 
checks that the disk's bootsector isn't 
altered when it shouldn't be, whilst 
Bootcmp compares a disk's bootsector 
with a file known to contain the correct 





uninfected data. The disk contains full 
documentation on how to operate the 
various utilities, hints on the best ways 
to use them with your system and a great 
deal of other information. To quote a 
warning from Richard Karsmakers 1 
Viruses article in PAGE 6 issue 35 - "EV- 
ERYBODY can become the victim of a 
computer virus" - but with THE VIRUS 
1>]SK at least you will be prepared. 
One of the most effective ways to im- 
prove your STs environment is to invest 
in a complete replacement desktop. The 
commercial application Neodesk has 
gained a high reputation in this field 
(' possibly the most worthwhile package 
any serious user will ever purchase" - 
issue 47] but it's by no means the only 
solution. Before you fork out forty 
pounds for Neodesk you d be well advised 
to Investigate the growing number of 
alternative desktops in the Public Do- 
main. Sounds to me like it could be 
another PD World topic. 
Keep watching Uils space! 



VIRUSES OUT! 

However carefully you look after your 
disks you can never be sure that you 
wont pick up an uninvited guest - a 
computer virus. But what you can do is 
take some simple steps 1o prevent 
viruses causing havoc in your system 
and spreading to other disks, THE 
VIRUS DISK is a collection of the best 
Virus detection programs available in the 
Public Domain and offers several other 



HOW TO GET THEM 



Alt of the disks featured in PD World are available from the PAGE 6 ST library. Bach 
has a unique reference code which you should use when entering or making 
enquiries. Please contact PAGE G if you don't have a copy of their Accessory Shop 
™I$ 0nd r c P eck * h * system requirements for each disk. THE PAGE & CATALOG 
disk cantoning a tuli list of disk names and contents is available from the Hbrarv 
pneeq at £1. The disks referred to in this article am: 



Sm - DSSK UTILITIES 3 
ST181 - CLASSIC UTILITIES 
STf82 - QUICK « MYSTIC 



are: 

ST376 - THE VIRUS DISK 
ST378 - HACKER'S UTILITIES 



Prices for standard disks ere £2.95 each or £2.50 each for ten or more 
Write to PAGE 6, P.O. Box 54, Stafford, ST16 tDR 
Telephone 07S5 273328 or FAX 0785 $4355 with credit card orders 
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COMPILATIONS 



FOURSOMES 



«m hree companies have recently re- 
I leased ' Greatest Hits compila- 
tions each with some sort of 
theme. Ocean s HOLLYWOOD COL- 
LECTION stays wilh (he hit movie 
theme giving the computer/ film buff the 
following: Batman The Movie. Robocop, 
Indiana Jones and the Last Crusade and 
Ghostbusters II- Elite's FINALE, claim- 
ing to be the best of any released com- 
pilation offers Paperboy, Ghosts & Gob- 
lins. Space Harrier and Overlander, It 
also states that Frank Bruno's Boxing is 
in this set although my copy did not 
contain this and following my reading the 
instructions [ fell that it was a PC only 
offering, alt hough 1 will be pleased to be 
proved wrong. Finally CodeM asters 
QUATTRO ollci & four beloved budget 
games of variable quality Pro Powerboat, 
Nitro Boost, SAS Combat and Pub Trivia. 
Overall each box offers lour games 
(although Elite do claim 5] of different 
degrees of geriatric! ly, with Finale's 
Space Harrier including a 1985 copyright 
date within its credits. This is not to say 
old is not good but In the hi-tech world of 
STE and Mega technology It Is more than 
]ikely that new owners will find that the 
game does not sing and dance as well as 
some more modern Psy gnosis or Infog- 
rames may. 
Having allowed for the age of the prog- 
rams I will try to guide the reader 
through the options in these collections. 
QUATTRO is a budget compilation of 
older and budget priced games. These 
have been reviewed In the past and in the 
majority the same criticisms hold true- 
Pro Powerboat is a bit of a misnomer for 
what in essence is a fast and difficult to 
control chase game that would have 



HOLLYWOOD COLLECTION 

Batman The Movie f Robocop, In- 
diana Jones and the Last Cru- 
sade, Ghostbusters If 
Ocean £19.99 

FINALE 

Paperboy, Ghosts & Goblins, 

Space Harrier, Over lander 

Elite £24.99 

QUATTRO 

Pro Powerboat Nitro Boost SAS 
Combat Pub Trivia 
CodeMasters £12,99 

Reviewer Damon Howarth 



looked better as part of a James Bond 
arcade sequence. Nitro Boost is a reason- 
able version of a race game through 
towns and rivers with adequate controls 
and fairly colourful graphics which may 
entertain for a while and SAS combat is a 
fairly sound rendition of Commando Sn 
large Arcade style blocks and brash col- 
ours. For me the collection was saved by 
Pub trivia which presented a strong quiz 
game converted from one of the earlier 
quiz machines to hit the hostelries of 
Britain. It allows multi player involve- 
ment and seems to have a fairly broad 
collection of questions with some tactical 
play to go wilh it. All in all QUATLKO is a 
value for money collection for those with 
a lack of software or lor those who really 
use the machine for "serious" things and 
want the occasional arcade flourish on 
the cheap. 

FINALE is a collection of old hits that 
were very highly thought of in their day, 
and contains the most ambiguous pack- 
aging I have seen for some time. I even- 
tually found by scanning the small print 
on the box that the elusive Frank Bruno 
was actually replaced by Overland er on 
non-IBM machines, So while the packag- 
ing shows five games only expect four in 
any particular format! This merely high- 
lights one of my long term grumbles 
about some of the software houses and 
slightly suspect packaging. The games In 
the set are of good value. Ghost W Gob- 
lins is the archetypal areventure with 
friendly graphics and good colour use, A 
faithful translation from the original 
even so it is a little dated and creaks 
around the edges. I still enjoy playing 





this game and it ts a little piece of his- 
tory . The same can be said of Paperboy 
and Space Harrier. Both use the technol- 
ogy of their Inception very well and are a 
worthwhile experience at any time, their 
inclusion in a compilation is a reasonable 
thing insofar far as they are good games 
that no longer merit high individual pric- 
ing. Overlander was a game I found 
trying and annoying, a scrolling race 
game with little to really recommend it . 
still I suppose that compilations should 
be allowed one problem entry. As with 
the previous piece of software not bad 
value if you do not own any of these 
games already. 
HOLLYWOOD COLLECTION offers 
four fairly modern games albeit that one 
of them now appears for free in the new 
power pack range. This is an attempt to 
place slightly more modern and more sti- 
mulating garneplay at an affordable 
price. The major disappointment in this 
is Robocop, if only because it does not 
show I lie ingenuity of software planning 
the other three offerings do. All the 
games have strong graphic and sonic ele- 
ments and with the multitude of cheat 
modes being published none of them 
should take too long to complete. My 
personal favourite was Batman, with Its 
small sprites and interesting mode of 
animation for rope climbing. Ocean 
maintain their policy of strong sound- 
tracks and video scans of leading charac- 
ters within the play frames to good effect. 
Ghostbusters II gives the feel of a film 
with it's sets and difficult but playable 
scenes. 

Of the three compilations Hollywood 
Collection is the one which offers the best 
value for money for any newcomers who 
have not bought the originals or even for 
those of us who felt the film licences were 
over-priced. There is still a little original- 
ity In these games and thus of the three 
this has lo be mv favourite compilation, 
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Lft5 7 CRUSRUE 



• GAMEPLAY - All are at tens l adequate, 
most are very playable if dated 

• SOUND 8L GRAPHICS - Vfrr/afrte. 
Ocean sgem io do best here stnee 
theirs are the youngest games 

• VERDICT - Quattro and Hollywood are 
very good ualae and recommendahle. 
Finale seems a^erpricedfor older not 
quite classics 
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WELLTRIS 



Alexey Pajitnov is appa 
rently a member of the 
Soviet Academy of Sci- 
ences, and is also a famous 
Soviet mathematician. He is 
now also the author of two ex 
ccllent computer puzzles, his 
original tiilc which many of 
you will have heard of - Tetris. 

Tills new puzzle involves a 
three dimensional view, as 
though you were looking down 
a well. At the bottom of the 
well there is an eight by eight 
grid. The game's overall con- 
cept Is very simple. Various 
different shapes will randomly 
appear at the top of the weD 
and slowly fall to the bottom. 
Using the keyboard, you must 
control where Lhe blocks will 
fall so that they fit into Lhe 
available squares in the grid 
af the bottom, in order to 
achieve this you must move 
the shapes around the welFs 
perimeter, thus placing the 
shape in Lhe exact position 



you require. In 
addition to this 
you can rotate the 
pieces as they fall- 
The combination 
of these two control methods 
will enable you to place the 
pieces exacily on the grid 
where you w r ant them (pro- 
vided that they will fit). In 
order to score points you must 
position the pieces so they 
form lines which stretch fully 
across the well bottom, either 
vertically or horizontally. 
When a line is formed, your 
score is incremented and the 
completed line is removed 
from the well. 

At times (actually most of the 
time when you are just begin 
ningf) you will be unable to fit 
a piece into a gap in the grid 
at the bottom of the well. 
When this happens you have a 
choice of two options. By 
dropping a shape down a cor- 
ner of the well, it will split into 




two separate parts. If this does 
not help you are forced to let 
the shape overlap onto one of 
the well's walls. When this 
happens the offending wall is 
removed from play for a num- 
ber of moves, thus making 
your dilemma vastly worse! 
Puzzle games of this type are 
very definitely an acquired 
taste, and because of this 
there will be many people w T ho 
cannot get on with Wclltris. 1 
found it to be very addictive* 
and once you have the knack 
of the controls it is both enjoy- 
able and very stimulating to 
the old grey matterl Presenta- 
tion wise, the game is nothing 
stunning. The graphics are av- 
erage as is the sound, but this 
does nothing to w r eaken its 
quality. If s brilliant! 



FACTS 



Title; WELLTRIS 

Publisher: Infogrames 

Price: £24.99 

Reviewer: John Davison jnr 



SIGHT & SOUND 



Nothing stunning at ati The 
graphics me boid and bright 
and the sound is adequate 



GAMEPLAY 



tf you ert joy spatiai puzztes you 
wlii Jove this, tfnof It will drive 
you nuts. 1 toved it 



VERDICT 



My persona! verdict is that 
Weiltris is superb. However, 
arcade tans wiiJ find the pace 
a tittle stow 



FACTS 



Title: PRINCE OF PERSIA 

Publisher: Domark 
Price: £24.99 
Reviewer: John Davison jnr 



SIGHT & SOUND 



The animation ji stunning and 
the sound effects are superb 



GAMEPLAY 



Great - apart trom the fact that 
you go back to the beginning 
every time you die 



VERDICT 



Wouid be a superb game it it 
were not tor the above 




PRINCE OF PERSIA 



Hands up all those peo- 
ple who rememher 
Karate ka? Now that 
was a long time ago. Most of 
you won't have a clue what I'm 
talking about, but there must 
be some who remember one of 
the classic- ka mte/arcade 
adventures of all time. Well, 
afLcr all these years, we now 
have a sort ol pscudo sequel 
written by the original author. 
This time you play the part of 
an heroic adventurer who 
must rescue the beautiful 
princess from the evil and 
apparently "sexually deviant' 
(whatever that means) Grand 
Vizier, You have sixty minutes 
in which to rescue the pretty 
maiden from the evil Persian's 
grasp. 



The game begins 
with a superb ani- 
mated sequence as 
the prineess re- 
fuses the Grand 
Vizier what he wants [dirty 
devil!), she then appears a 
trifle distressed as the sequ- 
ence fades and your character 
comes into view, in a dungeon. 
You must work your way up 
through Lhe various levels of 
the dungeon to find your love. 
Along the way you will en- 
counter unfriendly guards, 
strange potions, and artifacts 
which will be of use. You must 
engage in sword fights and 
avoid many of the cunning 
traps which have been set to 
prevent your escape - 
Apparently, the author, Jor- 
dan Mechner has spent many 
hours watching movie clips to 
bring you some of the most 
realistic graphics ever seen in 
a computer game. He didn't do 



too badly I can tell you, as the 
animation is stunningl I have 
never seen anything quite like 
it. It is smooth and treme- 
ndously lifelike. The sound Is 
also excellent, and as with 
pretty much every other re- 
cent release the spot effects 
and music use samples, and 
the quality is very high Indeed. 

The sound of cl/isl i i n^ sreel is 
especially realistic. 

As arcade adventures go, 
Prince of Persia is fairly typical 
in terms of play ability, and 
you will either love it or hate 
it. Personally, 1 think it is bril- 
liant, but 1 do have one quib- 
ble. When will software au- 
thors learn that players very 
soon become bored when they 
have to go back to the begin- 
ning every time they die? Why 
do they keep doing this to us? 
It's so annoy ingl This game 
would be amazing if it weren't 
for this slllv feature. 
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SNOWSTRIKE 



fH he year is 199®. and 
I the President has dec- 
lared war on the drug 
barons of South America. To 
do battle with the Colombian 
drug lords a special lighter 
has been developed to fly both 
land and sea based missions 
with the objective of des- 
troying the drug plants and 
shipments. As you could well 
imagine these missions are 
very dangerous because of the 
immense resources which the 
drug barons have at their dis- 
posal. Only the best US pilots 
are capable of doing the job. 

Yon are t he pilot of an 
F14-LCB Cosmos \ a brave 
and heroic pilot who must go 
into battle and carry out 
Operation Snowstrike\ 

On first Impression, "Snow- 
strike" appears to be either 
one of two different styles of 
game. It could be described as 
a flight /combat simulator in 
the vein of F15 Strike Eagle. 



Alternatively it 
could be viewed as 
a simple shoot cm 
up in the style of 
SkyFox/SkyFoxIL 
I'm not sure which 
it is closest to; a ridiculously 
simple simulator or a treme- 
ndously difficult gamef 
You have various levels of dif- 
ficulty and weather conditions 
to choose from, and also the 
choice between either a sea 
based 'shipment busting' mis- 
sion or a land based mission 
to knock out the drug factor- 
ies. Your final option is to 
choose your co-pilot from a 
list of men with varying perso- 
nalities from complete rebel to 
outright nerd. Tills option is 
quite important as It governs 
the level and quality of assist- 
ance which your accomplice 
will give you- 
The main game screen is veiy 
similar to a flight simulator, 
you have the appropriate in- 





FACTS 



Title: 

Publisher 

Price: 

Reviewer: 



SNOWSTRIKE 
Epvx 
£19 99 

John Davison Jnr 



st runic nts at the bottom of the 
screen and vour view of Lhe 
outside world at the Lop. Con- 
Lrol is with a combination ot 
mouse and keyboard to con 
trol the plane and its various 
weapons systems. Basically 
your mission is to tarty out 
your instructions and knock 
out any enemy planes which 
may try to get in your way, 
Upon completing the mission 
vou must return to base in 
order to receive further in- 
structions and to refuel. 
Presentation- wise, Snow- 
strike does not excel in any 
department. The graphics arc 
fast, yet fairly simple and Lhe 
sound effects and music are 
adequate yet nothing stun- 
ning. It's not bad though. 



SIGHT & SOUND 



Adequate tar the style of 
game, although not awe in- 
spiring 



GAMEPLAY 



Frustrating, If is basically a diffi- 
Gutl to control snoot 'em up 



VERDICT 



A game which Is not quite a 
simulator yet a bit mo** than a 
simpte game. Hot bad, tut no- 
thing special 




FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



WORID CHAMPION 
SHIP SOCCER 
Elite/Sega 

Damon Ho worth 




WORLD CHAMPIONSHIP 

SOCCER 



SIGHT & SOUND 



Both ot these present 0$ ade- 
quate* although the chunky 
sprites are easy to spat 



GAMEPLAY 



Fast furious ana" difficult, some' 
times vague rn controls 



VERDICT 



A good effort, worth buying it 
yaur soccer desires are strong 



Ah! A soccer game that 
looks like Kick-Off 
which has been de- 
veloped from the Sega games 
machine. Elite Systems have 
used their expertise in con- 
verting arcade games to pro- 
duced a conversion that 
sterns to work rather well. 
The options in this one or two 
player soccer game include 
such things as choosing your 
own International side (based 
upon the last World Cup 
squads) and selecting a team 
by Lhe relative strengths of 
players. To make life even 
more entertaining and thereby 
allowing a stronger simulation 
effect the various teams have 
a grading to show roughly how 
tougji as opposition Lhey 



should be, Scot- 
land, the least 
beaten (although 
least successful) H 
World Cup quali- 
fiers in recenl even La. ["ale 
lower than Northern Ireland 
and the English. It is however 
a little distressing to see they 
have difficulty matching up to 
the Cameroon team in statis- 
tical power! Apart from that 
little gripe the control for the 
game is exemplary although a 
little alow. The graphics art 
nice and chunky and repre- 
sent team colours welL 

Unlike the current yardstick 
of Kick-Off I and II the game 
does not have fouls, red cards 
and the like and neither does 
il include weather factors. On 
the other hand it does have 
the statistical base earlier de- 
scribed. It is very pleasant to 
discover these ratings actually 
affect play. It is far easier to 



play with Brazil and Italy than 
it is to even score with the 
U.5,A r and Scotland. The com 
puter seems to have psychic 
talents arid is able to plant the 
striker in the right place while 
vour goalkeeper develops ten- 
dencies to throw at said for- 
ward. Apart from that and the 
fact I never actually won or 
drew a game against the com- 
puter the game flows well and 
maintains interest. I felt that 
the computer was perhaps a 
little too strong In the early 
stages and that even with the 
weak teams the goalkecping 
from the computer was too 
effective. I must admit that I 
never even managed a goal 
although Brazil but did hold 
the U. S. A. to a last minute 
winning goal defeat,, far better 
than Italy's 9-0 defeat of the 
Scots! 

] can quite happily recom- 
mend this U> any soccer 
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FACTS 



Along lime ago and 
many public: houses 
i away there was an in 
iLovative platform arcade game 
called Bombjank, in which a 
little sprite like creature boun- 
ded around scrcenfuLs of 
famous buildings, like fhe 
Sphinx, collectLiik! apples and 
defusing bombs. This game 
had many sequels a] I with 
very similar themes and very 
similar moves. Needless to say 
it was successful in all incar- 
nations. Even more needlessly 
I might add that the computer 
world also received many ver- 
sions of this classic game. 
Mighty Boinbjaek is the latest 
in the line. 

This particular variant is 
based on a fantasy adventure 
setting as the litUe bug E^ues lo 
rescue a fair princess I n mi Lhe 
evil Beelzebut a foul demon. 
He goes because he is the 
youngest brother of Lhe prin- 
cess and all of his siblings 



m*mmmmm 



have failed. 
Oci looking at the 
packaging I was 
perturbed to see 
that all screen- 
shots were accre- 
dited" Lo the Amiga, normally a 
bad sign since it means that 
the ST screens are bland to 
say the least. This was cer- 
tainly true of the original so I 
prepared myself for the dis- 
appointment. Happily this in- 
carnation is better than the 
original and actually has a 
background and some interac- 
tive chests of powers and 
goodies. Once play begins and 
Lhe joystick wielder realises 
Just how to move the small 
ligure about Lhe screen there 
is quite a good platform based 
arc venture lurking behind this 
sequel. 

Tile graphics, which are in 
such games all important, are 
decidedly more useful and 
better than 1 had expected. 



Title: 

Publisher: 
Price: 

! viewer: 



MIGHTY 
BOMBJACK 
Elite 
£1999 

Damon Ho worth 



There is a st rong use of colour 
and a reasonable sound 
accompaniment, although E 
did feel at times that the con- 
trol of the hero could have 
been more positive. 

In this version not only do 
you need to avoid the nasties 
as you collect discs you also 
need to open chests by bounc- 
ing on them and thereby 
obtaining various useful 
bonus abilM \ rs 

The game does not present 
the tactical challenge of such 
as Beyond The lee Palace but 
presents a more problem 
oriented 'find the exit' type of 
game. ] found it quite enjoy- 
able and a good representative 
of its type, far better than the 
original. 



SIGHT & SOUND 



Both ore adequate for the 
gams in hand t neither reatiy 
create noticeable ac^ciaim 



GAMEPLAY 



Smooth scraiting with pieasant 
controls that became vogue at 
times 



VERDICT 



Decidedly acceptabte T but irttie 
in the way of novelty to recorr. 
men&ft 




FACTS 



Title: S T. U.N, RUNNER 

Publisher: Donna rk 

Price: £24.99 

Review&r: John Davison jnr 




S.T.U.N. RUNNER 



SIGHT & SOUND 



The graphic* are sfaw and jerk y 
and the sound is quite dreadful 



GAMEPLAY 



Could be superb, but tt is un- 
piayabte due to the $iuggi$h 
nature of the graphics 



VERDICT 



Nat brflHant. An eight oft com- 
puter is mate than capable of 
producing something better 
than this 



I- n tills arcade machine 
conversion the basic idea 
Is a sort of futuristic 
bobsleigh ran, where instead 
nJ lL sleigh you pilot a 
'5.T.U.N/ ship through the 
twisting underground pas- 
sages of another world. 
Through these passages you 
will encounter a variety of ob- 
slaclcs ranging from difficult 
slopes and curves to enemy 
S. T.U.N, craft whose only wish 
Is to hinder your progress. 
Along your high speed path 
you will find a number of 
green stars dotted along the 
j]i hii' of the tunnels. If enough 
of these are collected then you 
are given a weapon known as 
the l Shockwave\ which will 
obliterate everything ill your 



path. The shock- 
wave must not he 
depended upon for 
removing all nui- 
sances p so v our 
craft is also equipped with a 
laser for destroying anything 
which gets In your way! Sup- 
plementing this arsenal you 
also have the capability Lo 
force your craft up to treme- 
ndous speeds by moving over 
a Turbo Boost Pad' which will 
take your craft to nearly light- 
speed and make it temporarily 
unstoppable by obstructions. 
Your view is from Just behind 
your craft, thus giving you a 
three dimensional view of the 
tunnel as it spirals towards 
you. You must simply negoti 
ate the winding passages and 
try to reach the end. Just as 
with a bobsleigh, you should 
follow the outside line of lhe 
tunnel to maximise your 
speed. 



The graphics in S T. D.N. 
Runner are quite disappoint- 
ing, A game of this type could 
be quite amazing especially If 
it was smooth and last. This 
implementation Is quite a let 
down, the graphics are just far 
too sluggish to make the game 
look 'right'. On top of this the 
sound effects are dreadful. An 
attempt has been made to 
have some digitized speech 
every now and then, but it is 
simply impossible to work out 
what is being said - it 1s mere- 
ly a noise. 

1 have not seen the arcade 
original of S- r l\L".N, Runner so 
1 have no idea how close this 
version is. I can well imagine 
-that the graphics are quite 
stunning and that it is much 
faster than this conversion. 
Speed is the main let down of 
the ST version, the movement 
is far too slow to make the 
game playable for long. 
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METAL MASTERS 



Whenever I receive In 
logrames software I 
always expert sonic - 
thing a bit different and a bit 
special and rarely am I dis- 
appointed. Recollections of 
Japanese late night monster 
Bind giant robot shows slipped 
into my subconscious as I 
read the entertaining instruc- 
tion book and eagerly watched 
as the first disk loaded to ex 
cellent music and effects. 
The panning of a large robot 
with its small operator was a 
wonderful Intro and set the 
scene. Final ly the ST accessed 
the second disk of the set and 
the game could begin. 1 was in 
control of one of those mons- 
ter robots so beloved of Comic 
books and Transformer latis 
everywhere. The match was 
ready to begin. Prom my li- 
mited initial budget I had to 
buy and equip a battlebot to 
represent me In the knockout. 
I bought it a laser arm arid a 



metallic boxing 
glove fist. The legs 
were perforce un- 
protected owing to 
lack of funds, still 
we could win! 

The screen changed, lilts 
whirred and the construction 
scene was completed when 1 
saw my huge opponent- This 
would be Lough! The fight was 
biLter and control was a simi- 
lar experience to Barbarian 
style combat games. My rnbot 
was crushed. I lost but was 
eager to try again. 

Eventually by winning a bout 
I had enough to upgrade to a 
meaner tougher machine but 
as in all such things the com- 
puter had a tougher one. Win- 
ning two in a row pui me on a 
bonus screen which allowed 
me to beat up little humans 
and their puny tanks and hell- 
copters in a battle simulation. 

I did find the game had a 
built in secret for success 





FACTS 



when played in one player 
mode which allowed me Lo 
progress a long way into the 
game with little challenge. The 
game could become quite 
challenging in the two plnyer 
mode and certainly offers a 
strong one player challenge if 
you don't figure out how to 



Title: METAL MASTERS 

Publisher; Infogrames 
Prices £24.99 
Reviewer: Damon Howarth 



SIGHT & SOUND 



Both are atmospheric, coftect 
and exceJ/enf 



c 



Although this is really only a 
variant on the beat 'em up 
theme Metal Masters is pre- 
sented in a novel and imagina- 
tion grabbing style. It certainly 
rates as my favourite of the 
games I reviewed this time 
and 1 am happy to recommend 
it to any person wanting a 
change of pace in their combat 
iraming, 

It certainly had me hooked 
from the word go. 



GAMEPLAY 



Fasf fun and addictive 



VERDICT 



A marvetlOifi sci-fi stugtest. Buy 
one Immediatelyf 




Publisher: 

Price: 

Reviewer: 



TOURNAMENT 

GOLF 

Elite 

£1999 

John Davison jr 



SIGHT a SOUND 



The graphics are silck and 
smooth and appear fo be very 
realistic The sampled sound F/ 
X are excellent if a iiffte abrupt 



GAMEPLAY 



Considering I'm not a golf fan t 
enjoyed H very much 



VERDICT 



f loved It. If you'fB a gotf tan 
you would probably enjoy if 
even more 



I Ve never been a big fan of 
golf. I don't like watching 
it on IV and I've never 
been able to get the hang of 
playing, either on the course 
or the driving range. Should I 
really be reviewing this game? 
Tournament Golf trom Elite 
is described as a golf simula- 
tor' which allows you to take 
part in a tournament across 
three world class courses 
against fifteen other profes- 
sional players. 

To aid you in your game, you 
have been teamed up with a 
caddy who will give you useful 
advice when you need it. Now, 
as I've already said I'm not a 
very experienced golJer, hut I 
do know that I have never 



seen a pretty, tall, 
brunette golf caddy 
v.- 1 Hi long legs and 
a skirt that would 
serve well as a belli 
Do golf clubs really allow this 
sort of thing? Am I missing 
something? 

On loading the game you are 
greeted with an awkward 
password protection system 
which has you thumbing 
through the manual searching 
for a single word. Once you 
are 'in 1 the game you have a 
multitude of options before 
starting. You car] select your 
level of play and also whether 
you are practising or entering 
the tournament. Once the 
game has started your view ot 
the proceedings for the larger 
part of the game is from 
directly behind your character 
with the fairway stretching out 
In front of you. On the left 



hand side is a plan view ol the 
"hole" which you are currently 
playing. When (if?) you reach 
the green, the view changes to 
a bird's eve* view of your char- 
acter as he tries to sink the 
ball. 

Graphically the game is very 
good indeed. Hie animation of 
your large and detailed "golfer 
character is smooth and 
realistic. The sound is also of 
a very high quality, compris- 
ing mainly of sample spot 
effects. The cmwd Hieer when 
you hit a great shot, and gasp 
in a suitably sympathetic 
manner when you miss a put. 

To play I found the game sur- 
prisingly fun! The control 
method using the mouse and 
a series of icons is easy to get 
used to and overall I found it a 
pleasure to play. 

Golf may not be that bad after 
all! Maybe 1 11 take it upf 
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ST GAMES ... ST GAMES ... ST GAMES... 




This game bears all the 
hallmarks of a Psy gno- 
sis game, well pack- 
aged with a colourful box and 
fairly detailed Instructions 
together with strong screcn- 
shots on Lhc bow The promise 
of good things inside is borne 
out fairly well,, the loading 
strains are good and keep the 
attention during Loading. The 
game gives Forth the now ex- 
pected superlative screen ani- 
mations and scenario set up. 
The question is though what 
sort of game is this? 
Basically what we have is a 
space jockey race game, using 
a 3D course reminiscent of the 
Freescapc series of games. The 
control system is different 
from rhe norm allowing a play- 
er to control the head of the 
pilot and the ship indepen- 
dently. Oh yes. the player 
takes the part of a somewhat 
suicidal space racer In a 
futuristic sport that guaran- 



tees not Only one 
winner but only 
the one survivor. 
The standards of 
scrolling and pre- 
sentation only reach the ade- 
quate and are an an rl -climax 
to all the good pre race work 
to be described later. 

Some of Psygnosis latest 
offerings are starting to show 
signs that the design team are 
looking to the old ideas and 
trying to breath new life into 
them. The last few games have 
just about worked and again 
Lhis manages the same cu- 
rate's egg type of performance. 

The opening screens, wherein 
the player prepares for take off 
and sets tip his ship with 
some of the expansive and ex- 
pensive arsenal of devastation, 
are very well conceived, re- 
miniscent of many early TV 
sci-fl series. So too the con- 
trols which uLilise Joystick, 
mouse and keyboard giving a 





FACTS 



Complex learning scenario for 
the beginner. Your in flight 
objectives appear to be 
Lhreefold. to win, lo destroy or 
disable the opposition in order 
to achieve part 1 and finally to 
pick up as much bonus cash 
as possible while eireuni navi- 
gating the very twisty and dif- 
ficult course. On uric bright 
side it is possible to play 
against a human opponent if a 
cable is set up allowing two 
players with their own 
machines to join in life and 
death combat. 
I felt that this game had a 
great deal of top show but very 
little nitty gritty once the 
twists are unravelled. A game 
of interest however to those 
who enjoy a good competitive 
shoot "em race. 



Title: 

Publisher: 

Price: 

Reviewer: 



MATRIX 
MARAUDERS 
Psygnosis 
£19.99p 

Damon Howorth 



SIGHT & SOUND 



Pictorloliy excellent, smooth 
scrolling and vivid, Sonicalty 
weak but just acceptable 



GAMERLAY 



Very solid with some good ex- 
tras, ft didn't 'hook ' me though 



VERDICT 



Not ths bast overall space race 
versfort but nanetheie-$$ a cre- 
ditable effort worthy of some 
notice 




FACTS 



Title: 

Publisher: 

Price: 
Reviewer: 



POP UP 

intogrames 

£24.99 

John Sweeney 




POPUP 



SIGHT & SOUND 



Good clear graphics, nice 
sound effects 



GAMEPLAY 



Mighty addictive joystick -driven 
arcade game 



VERDICT 



Great fun 



BQUmmi BOIIUNG! 
( Another crazy game 
from those mad 
French guys at Infogrames - 
this lime you get to be a 
bounding ball trapped in 
dozens oi" fiendish mazes. 
Kach. maze.' is just, one screen 
full of platforms and objects; 
some objects are deadly, some 
are tools, some must be collec- 
ted beJbre the exit will appear. 
Pop Up is completely joystick 
drivrn: i.he bull on .t*e1s you 
bouncing, left and right allow 
you to turn in the air, down 
stops you dead, If you land on 
a spiked platform, touch one 
of the little baddies that float 
backwards and forwards, get 
stuck bouncing between two 
inclined platforms, or fall off 



the bottom of the 
screen, then you 
lose a life. Falling 
off the bottom, or 
into nasty places, 
is difficult lo avoid as many of 
the platforms disappear niter 
1.2 or 3 bounces! 
You need to collect extra lives 
and tools along the way - 
hammers, keys and water 
drops get rid of vertical poles, 
walls and fires - though many 
of the poles need more than 
one blow to destroy them - not 
easy when you are bouncing 
on disappearing platforms! 

It starts oil easy, but soon 
get s VERY hard - some of the 
later screens can only be sol- 
ved by getting every single 
bounce and turn EXACTLY 
right! This is made slightly 
frustrating by the fact that the 
ball doesn't always seem to 
react immediately to com 
mauds to turn or stop (usually 



causing you to lose a life!). 
Maybe it is me. or my joystick, 
but the game seems very un- 
forgiving! 

Fortunately, if you are frus- 
trated with starting at level 
one and dying on level thirteen 
every time, you can just press 
D to switch to the random ver 
s-lon - you never know which 
level you will get next. There 
are some really nasty levels up 
there - 1 have seen some of the 
ones in the eighties - and at 
least one looks im possible \ 

Pop Up is a very simple idea 
which has been well Imple- 
mented - it is easy to get into, 
and keeps you coming back 
lor one more try to see if you 
. can reach the next level in the 
best tradition of arcade 
flames. 

As a bonus there is also an 
editor which allows you to cre- 
ate your own levels which 
keeps the interest going. 
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MUSIC 




This MIDI sequencing 
program has been 
around for some time, 
but has recently been slashed in 
price from to £49. C JF). 

bringing it firmly Into the 
budget class" for such prog- 
rams. The package includes a 
single sided program disk and a 
rather brief 32 page Instruction ^ -tj 
manual which unfortunately 
isn't exactly a model of clarity , 
MIDIStudio runs on a 512K ST/ 
5TE in medium or high rcsolu 
yon. and also requires a suit- 
able MIDI equipped synthesiser, 
ol course. 

TWENTY TRACK 

It's a 20 track, phrase based sequencer, 
which means you use it to build up a 
complete piece of music from smaller 
musical elements Iphrases) of any conve- 
nient size - typically a few bars. You 
record each phrase separately, either in 
real-time at any convenient tempo, or In 
step -time, and then arrange them in any 
order on any tracks you choose to form 
the complete musical piece. There are no 
record or playback looping facilities (ex- 
oept in ph Je edit mode), so all record- 
ing is done on a "one- shot" basis, and 
phrases requiring repetitive playback 
have to be "arranged" manually first. 
Arranging the phrases is simplicity it- 
self. Using the mouse, you just drag the 
required phrase from the list of phrases 
already recorded and drop it on the re- 
quired track in the appropriate position- 
Phrases may be added, deleted, inserted, 
or copied easily too. This function has a 
friendly visual interface, so you can 
actually see the phrases you re manipu- 
lating on the tracks. The display may be 
scrolled and zoomed to the appropriate 
position and level of detail you require. 
This whole process is one of the slickest 
parts of the program! and is a delight to 
use. 




e: MIDIStudio 
Publisher: Ladbroke Computing 
Price: £49 95 
Reviewer: John S Davison 



Each track may be set to play back on 
any MIDI channel using any MIDI prog- 
ram number (and therefore any sound on 
your synth) This can be subsequently 
overridden to select different sounds "in- 
flight" by program change commands 
embedded within phrases. 
Each phrase in the piece need only be 
recorded once. If it s repeated In the 
music you just reuse it by dragging it 
from the phrase list again and dropping 
it on the track where needed - a great 
timesaver! The program holds up to 100 
unique phrases, providing enough scope 
for most popular music requirements. 
Like complete musical pieces, phrases 
may be saved to disk and reloaded as 
required, so it's possible to build up a 
phrase library - particularly useful for 
drum rhythms. 

EVENT EDITING 

Once recorded, a phrase may be altered 
using MID I Studio's editing facilities, 
Some people might think these a little 
primitive, as they work directly on the 
MIDI event list, without the benefit of 
grid or score edit options sometimes 
found in other sequencers. You can 
change the note pitch, velocity, and start 
and stop timing data (in bar/beat/click 
form). You can also delete or add events, 
including note, program change, and cer- 
tain controllers (excluding continuous 
controllers such as pitch bend and after- 
touch). Editing Is performed using the 
mouse, or in some cases input may be 
read straight from the MIDI keyboard. 
The editor also allows you to work at the 
phrase level, so you can copy, split, 
merge, append, transpose, quantise, and 



filter out unwanted types of 
MIDI data from phrases. Note 
velocity can be manipulated too, 
with levelling, randomising 
change by fixed amount, and 
fade In/out provided. I found 
quantise to be MIDlStudlo's 
weakest function as it didn't al- 
ways seem to work as expected. 
I suspect this may be connected 
with the program's rather mis- 
erly resolution of only 24 clicks 
per beat. 
It's worth noting that any "des- 
tructive" editing operation per- 
formed on a phrase can be re- 
versed if required by retrieving 
the original version of the affected phrase 
from a special buffer. Tills can be quite a 
lifcsaver when needed! 

MIXING DESK 

In use the program operates via a num- 
ber of screen windows, the contents of 
which depend on the functions selected. 
Virtually all operations arc mouse con- 
trolled, although there are keyboard 
equivalents if you prefer them. Its most 
impressive display is probably the desk 
screen", designed to mimic a recording 
studio mixing desk. Major sequencer 
functions operate via tape recorder" con- 
trols, a mouse click on the appropriate 
button controlling playn record, fast for- 
ward/rewind, etc. Each track also has a 
mouse operated volume slider, allowing 
you to control the volume of each inde- 
pendently. These only work with synths 
which recognise MIDI Controller 7 com- 
mands though. My Yamaha PSS-S80 and 
¥3-200 don't, so I couldn't try out the 
sliders. Each track also has an associ- 
ated activity light, which flashes to indi- 
cate MIDI playback activity on that tracfc 
ln summary. 1 enjoyed using MIDIStu- 
dio. I particularly liked its phrase based 
approach and the ease with which you 
can build a complete musical piece using 
its facilities. My only real criticisms con- 
cern its slightly dodgy quantise feature; 
the lack of visual editing aids - particu- 
larly a drum editing grid^ and its lack of 
looping facilities, but none are real show 
stoppers. 

At its new price MIDIStudio offers excel- 
lent value for money, so if you're looking 
for a sequencer make sure you check it 
out. You could save some money. 
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PeterHickman's 




COLUMN 



The company that 
won't release games 
if they have been 
written in STOS 



The company that 
releases their 
own STOS written 



programs 



t 4 t 



512 colour routines 
for yon to use ... 

plus a bit of news 



SCANDAL! ! 

What an initial theme for this issues 
STOS COLUMN! It all started up there in 
Macclesfield at Mandarin HQ 

Once upon a time Nick Harper (Develop- 
ment Assistant and budding games ty- 
coon), wrote a game - using STOS - called 
OZONE, and without mincing words it is 
pretty spectacular and by far the best 
STOS game ever written. Now young Nick 
had a little trouble getting this game 
published . Admittedly the puzzle /arcade 
elements of the game were not suited to 
some companies current labels, but 
eventually he managed to get ZEPPELIN 
GAMES (the brilliant company responsi- 
ble for many of the 8-blt ATARI'S best 
games) Interested. That was until they 
found out 1t was writ ten in 5T05, 
Strange huh? Anyway to cut a really long 
story short here is an extract from the 
rejection letter Nick received: 

"Thank you for thinking, oi' us in sending 
out this demonstration of your work, we 
are always interested in new talent , 

Fm afraid that we cannot use your prog- 
ram Ozone" because of its being written 
in STOS instead of assembler We did 
like the game Idea and the graphics very 
much as I told you on the telephone but 
it Is our policy not Lo use game gener 
ators to produce games." 

AEtEtEJRGGGGHHf III!!!! GAM EC GENER- 
ATOR!!! I Have I Just travelled back in a 
time warp 5 years? How can a PROG- 
RAMMING LANGUAGE be classed as a 
game generator? 11 programmers keep 
libraries of routines and utilities such as 
sprite editors to produce products does 
this mean that packages such as LAT- 
TICE k C\ DEVPAC 2, TURBO PASCAL or 
AMOS are just glorified "GAME 
CREATORS ? 

Will we ever see the end to SUrrWAKE 
1 RACISM (or should that be PROG RAM - 
MERJ5M)? I don t know, but at the lime 
of writing (according to the trade mag 
CTW] ATLANTIS SOFTWARE'S best sell 
ing burigel title is SKYSTRIKE PLUS, a 



game familiar to readers of this column 
as being one of the most addictive and 
playable pieces of software around. Ne.\1 
month tune in for the second exciting 
episode of our saga: OZONE, WILL IT 
EVER BE PUBLISHED?,... 

CHEAT ... CHEAT 

Anyway, the above mention of ATLAN- 
TIS brings me on to cheat modes for the 
fabo game SKYSTRIKE PLUS. Type this 
exactly 

"DONT PANIC" 

When [ say exactly [ mean il p !! (Tht* 
space in between Lhe P and A of PANIC is 
supposed to be there). After doing that 
try pressing G on the keyboard to get 
loads of weapons and repair bonuses. 

ALL THOSE 
COLOURS 

Okay now for the programs. Fir est up 
Litis time is another program from the 
great Terry Marieey, this is a supplement 
to the 512 colour routine published in 
the last issue, which you need to run this 
program. If you don't have it phone Page 
6 Publishing and order a back issue now 
(you won't want to miss this one!) P 

Last time t took you through how to 
create a multicoloured screen usinft 
STOS 512, this time Terry has given us a 
program which displays all 512 colours 
on screen just like on Degas Elite. There 
is a slight problem in that the colours of 
the mouse clash with those produced by 
I. lie program making the cursor look a bit 
like the camouflaged alien from the film 
PREDATOR. But this Is easily solved by 
designing you own mouse pointer using 
the STOS sprite editor. Type in PROG- 
RAM 1 > this is what is does: 

LINEs 10-40 Terry's credits! 

LINE 60 Loads the STOS 512 routine 

from thejast Issue 

LINEs 90-1OO Sei up Lhe screen 

LINEs 130-190 Set up the coJour bank 

using the method we looked at in the last 

issue 

LINEs 220-250 Draw a box so wc ean 

see which colour we have selected 
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Program J - displaying the 512 colour pallette 



LINE 2S0 Starts up the 512 routine, see 

Lhc: last issue for iiill dcLails 

LINEs 310-360 Contain the main loop, 

Line 330 is the one which calculates the 

colour which Is underneath the mouse 

pointer 

LINE 400 Stops the 512 routine 
LINE 430 Ends the program M 

Not too hard to produce an impressive 
display is Jr? Next time I hope to have yet 
another 512 colour utility so if you ha 
ven't got it yet make sure you find a copy 
of the last issue by then!! 

ANIMATION 

Any old Atari 8 -bitters out there? Re- 
member how we used to produce anima- 
tion using PAGE FLIPPING? Well if you 
are new to the term PAGE FLIPPING let 
me give you a brief description of what It 
does. Do you rememher (when you were 
younff and computers with the power of a 
ZXS1 sull lilled office hlouks) creating lit- 
tle moving tnatchstick men in the corner 
of a school book by drawing him In one 
position, turning the page, draw him in a 
slightly different position and so on for 
about 10 pages? This is the basiK behind 
PAGE FLIPPING on a computer, you set 
up a number of screens, draw some 
things moving around on them and then 
display each one in turn. 

Francois Lionet actually wrote some 
very good PAGE FLIPPING demos in 
AMOS on the Amiga, and the programs 
in this issue are actually derivatives of 
those written by Nick Harper (gets 
around, doesn't he!) r Type in programs 2 
and 3, they are both very similar and use 
SPRITES from the STOS accessories disk 
in a file called ANIMALS LMBK. The 
breakdown is for PROGRAM 2 which 
contains a few variables to allow owners 
with I meg or more to specify the num- 
ber of screens they wish to flip. 

LINE 10 Gives credit where iL is due. 
"Frankie" is an endearing term for Fran- 
cols Lionet 

LINE 20 Sets up the screen 

LINE 30 Loads the Sprite file 

LINE 40 Gets the Sprite palette 

LINE 41 Sets up some initial variables. 

NL'M is the number oi screens to flip, the 



more screens you have the smoother the 
effect is. STSP is the number of the start- 
ing Sprite that we wish to put on the 
screen, FINSP is the number of the 
finishing Sprite. The program will cycle 
through STSP-FINSP thus creating ani- 
mation with ibr different sprites 
LINE 50 Opens up all of the screens. The 
more memory you have the more screens 
you can have open fup to a max, of 1 4} 
LINE 60 Hears I In physical and logical 
screens 

LINES 70-90 Sei up i\ lew more variables 
LINE 100 Switches oif the slow autoback 
system and the automatic Sprite updater 
LINE 1 10 Is the start of the loop 
LINEs 120-130 Do a bil of math s to 
work out where to put the next Sprite 
LINEs 1 40- ISO Stick a Sprite on a 
screen, copy it into the background and 
then Hip it to the front 
LINEs 190-201 Change the screen and 
Sprite numbers and then check to sec if 
they are in the correct range 
LINEs 210-220 Some more maths /range 
checking for the next Sprite 



What do you think? Not bad huh? This 
method is how many demos and games 
have been written in the past, so if some- 
body says to you they have written a 
demo with 6000 Sprites on the screen, 
tell them you can do that - with STOS! 

NEW PRODUCTS 

Okay it's time to catch up with all of the 
STOS related news and product laun- 
ches. There arc now TWO different STOS 
newsletters, one done by Aaron FothergiU 
who Is offering a disk which contains 
sortie new (unpuhlished) STOS exten 
sions to all new subscribers, find Ihe 
other is a new mag (called STOS Maga- 
zine) which is put together by Dion, Phi- 
lip and Brenda Guy and is pretty nifty. If 
you are interested in finding out more 
about these two take a quick look to the 
end of this column for an address! 

If you think that paper is a dead form of 
communication and prefer to get your 
help. news, hints & tips on assembly 
language and STOS from a disk based 
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SB ram Mick's STQS ver-»i on oi Frank!* ' ■ wtHrly *>ob rautm». 
2H lu H fiff I flash) off ft kry n-M I hide an 

40 A-hunt (mt*ri L 1 ) tn at «r t ( 1 > +l»r>gth [ 1 } + "PflLT" > + * s far B~ffl to 13 : colour 

B^tvkiA+B^) : n«xt B : LVL=i 

50 far Zn5 tn 10 i racarve (crccfi 3 5 cl» Z ? niFXt I 

60 CIS back : i_Jh phytic 
70 DG=£J 

00 SCRN5 

"?B BGG=2 : CUG-B 

10Q Jtutn back D#-f ! mpdat-i? o-f-f 

1 10 rim I eop 

120 }{^ES2+n5B»-coii(r«l C0&»i.3> J ) 
138 Y=?2-K80»ai r» <rad i DGi > > 
140i Vpgic=SCR 

130 SCrtfCh copy ECR to back 

i&a apritn l f X k y«l ' update 
170 screen a-Hap 
1B0 cpritv of 4 
lf0 jnc ECR 

2B0 i* SCR=I1 then 5CR-3 

210 DE^DG+DSG : if DG^20 tT>en DG-DG mad 720 s CDG=rCPCr*?W 
220 CDG=CD£ mati 360 
230 goto HO 



JB r»in Kich r t 5TD5 vwr*i an el FnnHti whirly bob routine, 
20. curi of+ 1 -flaflh i k»y s hid» on 

50 fflotfft O i lp*d " AN I PIALS 1 . MBK" 

410 ft-hunt <*tarttli tn *iart f 1 3 f 1 tnqth i 1 J , U PALT" J *4 a for B-T0 tn 13 * col 
B,d**k <A*B*2> j niHt 0 t LVL«* t 
41 NUH-7 x STSF*1 i FIhTSP»4 

M for Z-2 to i r*mmrvw mm mermwn 1m dm l ? nmxt 1 

±3 cl* b«k t cl» phytic 
7o DG-0 

03 BCR-2 i EPNUM=STaP 

DGS=3 ; C.DG-0 
1BO AUtO back off I upd»t» qff 
11D rmm loop 

120 X-152+ i *0#cob Crad <CDG> i > + f J 0O*Co* Crad (DG> ) > 
130! Y»?2+<3ta**itifr#d<CEHa> M + CA0*ain1rad*DG> t ) 
J 40 lngir=SCR 

i 53 scre*ft copy SCR to 'back 

J60 »pritP i,X*Y,5PNUM i updat* 

170 acrfcart =w.tp 

iBB cpri to o-ff 

BVB ine SCR i intr SfNUfT 

2O0 i-F eCR-MUH-H2 th*fi SCR=2 

501 If aPNUM=FTMSP+l th»n SPNUW-STSP 

21 B DS=f3tj*DG5 i if DG>3i0 them DB-DG-3*« : CDS»CIHI+2e 

220 HH3-.CDG aod i60 

230 goto 110 
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magazine then why are you reading this? 
Seriously though, my mates Terry Man 
cey and Richard Gale have got together 
with that smelly guy Alastair Craig (the 
Skunk) iv produce fiT PROGRAMMER. 
This bi-monthly disk packed full of fun, 
reviews and STOS related programming 
stuff is rather nifty. Unfortunately its not 
available from the newsagents, only 
directly from fiiverdene PDL, Once again 
the address is at the end of this article. 

If you are a fan of the Top Selling Fun 
School series the latest word on the 
grape\ine is that there is a more than 
remote possibility of Fun School 4 hitting 
the shops before Christmas, nmi e news 
ol thaL later in the year. In fact most of 
the educational software companies 
(D,E.S.> 1IAT, SCETLANDER, SOFT- 
STUFF) seem to be taking the plunge and 
are using STOS and AMOS to produce 
excellent quality learning tools, so at 
least somebody likes these "GAMK 
GENERATORS" (sorry, I promise I wont 
mention that again). 

i-ast on the news front (but definitely 
not least) is the release of two new games 
Iron] [}iij;i<;i) Dimension. Jiggers is a real- 
ly frustrating puzzle game, which I must 
confess I cannot play very well. That's 
not a reflection on the game you under- 
stand (it is of a very high quality with 
excellent use of sound samples and 
graphics) but on my ability to play it. I 
am afraid I cannot stand puzzle games, I 
shot my Ruble's Cube, melted Tetris (nice 
music t hough f) and every lime I got one 
of those slidy square things or Chinese 
puzzle in a Christmas Cracker they 
would immediately find a home in the 
Blender (not recommended for younger 
readers). The second game - Fruit Pur- 
suit - Is a mind blowing experience of 
gargantuan proportion, actually it's a 
Fruit Machine simulator but [ try to give 
one quotable phrase for every issue. 
What can I say except that I hate Fruit 
Machines as well as Puzzles f My Dad on 
the other hand Is a real addict when it 
comes to gambling, horses. Snooker, 
Football, Fruit Machines (he doesn't like 
Arcade Games l cos you never get any 
money back!) so over to you Dad for your 
opinion of this game: 

"1 like It. It's the best Fruit Machine I've 
seen on a computer, where do I collect 
my winnings?" 



Thanks Dad. Okay, both games eosl 
£5.99 and are available (via mall order 
only) nowl! So check them out. 

SIGNING OFF 

Oh well, that's about it Tor this time. Did 
you like that photo of Chris Payne and 
Francois Lionet In the last issue? in gcL 
time III try and dig out some more pic- 
tures oi' people in the STOft world and 
you can see why New Atari User doesn't 
use that many photo'al!!f 



You can write to 
Petet Hickman as follows: 

PETER HICKMAN 

36 CLEVERLEY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 0LX 



The STOS Club can be contacted at 
1 LOWER MOOR 
WHIDDEN VALLEY 
BARNSTAPLE 
N. DEVON 
EX32 8NW 

RTVBRDENE can be got at 
by phoning 0734 452416 

And finally DIGITAL DIMENSION 
can be found typing away at 

85 WATLEYS END ROAD 

WINTERBOURNE 

BRISTOL 

BS1 7 1PW 



New Afari User - Issue 49 73 



ARCVENTU RE 





You are a novice magician nearing 
the end of his education. During 
I lie course of your studies at the 
temple of the Great Wizard, you clumsily 
cause the disappearance of all the phials 
and scrolls thaL have been carefully cata- 
logued over the years. As you can well 
imagine this does not make you the most 
popular novice magician that ever lived f 
If you want to obtain your magician's 
diploma and return to the Lord High 
Grand Very Great Wizard's favour, you 
must go out into the big wide parallel 
worlds cind recover as much of what was 
lost as possible. 

As you can imagine though* there Is a 
teensy weensie little problem with this. 
Hie parallel worlds are inhabited, and 
indeed dominated, by unscrupulous gods 
who are Jealous of any power which is 
uot their own. So as you can imagine, 
your quest is not to be a simple one! Help 
is at hand however. The Great Wizard, 
despite being miffed with you. agrees to 
let you use the spells and the potions 
(when you have found them) for your own 
self defence. As well as this he will follow 
you on your travels in his giant floating 
crystal ball. 

Your magician character must advance 
through the dimensions in a setting 
which scrolls vertically from top to bot- 
tom. Along your travels your will meet 
many hostile characters who have been 
sent from the gods to destroy you. Von 
must either avoid these characters, or 

k -Jf 1 Jr ,,, JT W l W W n W W W M 
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MYSTICAL 


~ j ud\ sher: 


Infogrames 


Price: 


£24.99 


Reviewer: 


John Davison jnr 



dispose of them by 
casting one of the 
many spells at your 
disposal. These spells j 
i r arv from the sim- 
plest pctrUicatioti 
spell to causing ear- 
thquakes which 
swallow up your 
attackers. All of the 
spells cause amusing 
consequences and In 
some cases must he 
seeu to be believed! 
Once you have man- 
aged to travel 
through the dimen- 
sion successfully you must place yourself 
at the centre of the magical pentacle and 
wait to he transported oil to another set 
ting. In all there arc four different worlds 
(or dimensions) which must be explored, 
and each of these worlds has three diffe- 
rent settlngs. 

Throughout the different worlds, not all 
of the spells and potions collected must 
be used, as some can be stockpiled for 
later use. This is especially useful for 
your encounters with the gods who 
appear at the end of each 'world". The 
principle is no different from many other 
games containing 'end of level guar- 
dians\ You must simply avoid everything 
the god can throw at you whilst trying to 
east spells on both him and his minions. 
If you are successful the Great Wizard 
will appear in his crystal ball and 
take you on to the next world. 
The graphics in "Mystical' hire poss- 
ibly its ]]his1 impressive feature, as 
Lhey are quite superb. Each charac- 
ter Is wonderfully drawn in an 
amusing eartoonlike manner, and 
everything is animated extremely 
smoothly. Humour is a major aspect 
of this game and the graphics man- 
age to capture a humorous l feel for 
the whole game. A] I oJ' the hostile 
creatures are tremendous. There are 
walking trees and bible throwing 
monks, along with "Little Red Riding 
Hoods and ugly swamp things! The 
sound is also amusingly implemented, 
from the guzzling sounds as your magi- 
cian takes a swig from a bottle of potion, 
to the babbling as he reads a spelt All of 
ihe sounds arc sampled, from the sim- 
plest footstep to the various belches and 
gruntiiigs of the creatures. The music 
also uses sampled sound and captures 
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ihc atmosphere o\ the rfnme superbly. 
Basieally, Mystical Is nothing more than 
a vertically scrolling shoot em up, it 
merely differs In Its setting. Like so many 
oilier games you must move along col- 
lecting your weapons, and at the end of 
the level you must defeat the guardian" 
(in this case the god). What makes this 
stand out a little from the others is the 
fact that It Is not set on some lax away 
planet battling the evil aliens, instead we 
are treated to a fantasy situation which 
Is considerably more fun than your aver- 
age game. 

Overall. I was very impressed with the 
quality of 'Mystical'. It is presented in a 
very professional way. The graphics are 
of a superior quality and the sound Is 
superb. In terms of gameplay, I found ft 
to be immensely playable and highly en- 
joyable. My only quibble with the whole 
thing is that it takes a very lon£ time to 
load, 

• SIGHT & SOUND The graphics and 
sound are some of the best I have 
seen. TTiey are humorous and add 
greatly to the game 

• GAMEPLAY - A typical shoot 'em up tn 
a different environment Very playable 
indeed 

• VERDICT - A superb game of superior 
quality 
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1990 




PERIPHERALS & ACCESSORIES 




JOYSTICKS 




A MUST FOR 

ALL ATARI 
ST OWNERS! 




PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE! 



If you own an Atari ST, then you will not want to miss 
the FREE Atari ST Product Guid® from Silica Shop. This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact, the 19&0 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST own ors. Not only does 
the Product Guide provide an invaluable source of in- 
formation to Atari ST computer users, it is available ab- 
solutely FREE OF CHARGE! Just complete and return 
the coupon below for your FREE COPY I In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes: 



PERIPHERALS: 



RobOtiCS 

Hard Disk Drives 

MIDI/Music 

Monitors 

Printers 



Clocks 
Emulators 
Modems 
Mou$$ control Iat$ 
Scanners 



Sound Digitizers Sound Samplers 



Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 



Cables 
Disk Boxes 
Monitor Access 
Printer Labels 
Stands 



ACCESSORIES: 

Cleaning Kits 
Dust Covers 
Mouse Access 
Printer Paper 
Upgrades 



Joysticks 
Power Supplies 
Printer Ribbons 



ST Dedicated 



BOOKS: 

66000 Processor General Computing 

SOFTWARE - ENTERTAINMENTS 

Arcade Games Compilations Advanced Sims 
Sport Sins Adventures Board & Strategy 

SOFTWARE - PRODUCTIVITY! 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 

Education/Chi Ids Music Programming 

Spreadsheets Utilities Word Processors 



SOFTWARE & BOOKS 




ARCADE GAMES 




EDUCATIONAL 




& STILL MORE! 

RETURN THE COUPON NOW' 



COMPLETE & RETURN 

THE COUPON FOR YOUR 



FREE COPY ► 



OF THE 1990 ATARI ST 

48 page PRODUCT GUIDE 

FROM SILICA SHOP - THE ATARI SPECIALISTS 



Silica a r e the UK'a No 1 Atari Specialist We have been 
"shiKj Tar tiv*r 12 y&ars, and have sir annual tjmaver 
of E1G mil Hon. lMnh our experience and expertise, we can 
dfpm to maai our eusiQpnars requirement ttlih en 
understanding which is- Eecond 1e none, Bui dnni jusl tik* 
our word Far ii. Complete and reiurmhe cooper 'cr OL r la1es1 
frge !le r ature and begin ^expenencg-IhE "Silica ggrvicfr". 



SILICA 
SHOP 



IS 



MAIL ORDER: 1-4 The Mews. Halherley Rd. Sitfcup, Ken?, DA14 4DX Tai: 0B1-3D9 1111 

Qrdw LrfAL Ppan: Man-gal fl.OCBjr-flj'Mpm He Law Hiyw Opening Fax Hp. pflH-3QS Qfltffl 



LONDON SHOP: 

Opanlng HcLfs 



SIDCUP SHOP; 

Optming HcLr& 



52 Tonenfiam Court Road, London, W1P DBA 



Tel: 071-580 4DQQ 

Fan No. D7t-3aa 473? 



1-4 The Mews, Halherlev Re. Siacup. Kefil, DA14 4DX Tel: 061-3112 BB11 

Mnn iJl 3.GGjrr 5,»3m LBlalYqH: Frtdny unhl Tfrm Fax Nc>: ceiice D01T 



BUSINESS/EDUCATION: 1-4 The Mews, Halherley Rd, SiJcup, Kent, 3kU 4DX Tel: 081-308 8688 

OnJw Liifls- Open: MnnFn B GGarr-ftOQpm 6lD5*d on ynlurdnp-c Faa Nc CEI-3CE GQDB 



™9 Shop, S5pt p3!To4™1 ? TI Tli^e^Ha™ey™ s5cup,™l DA14 4D? 



MrVMrs/Ms: initials: Surname: 

A d d TQSSl, ■ B I IJLI li.il Uiil I liLI lifal I I - . I 11.11 I ■ ■ ■ I IJLI I . . > I Ukl I I ■ ■ I I I ■ ■ I II ■ ■ I NOklJJILIJJLI,IJBLI l.fal I J ■ I . . . . , 



PLEASE SEND ME A FREE ST PRODUCT GUIDE | 

- 1 i i - 1 i nri inpi i b - 1 mii i ■ - s i t " ^ 

.............^ 

P 0 S bDOCl fr i ■■ i ■■■■ i ii i mil i mi i i i mi i nil i i i iibi i i ■ i i nil i i ■ ■ i i i ■ i "Tit Ii ill i iiii i iini mi ijii i mi i in i liii i ijii ijili mi i iiiiiJiiubi J 



^'h ch mmputartB), do you own'^ , 



IVe import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 



ronic 



WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT? 

Keep that equipment free from dust and spills. We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 

THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 21 3928 Ask for our FREE catalogues 



